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cclaim in December 1998 to begin work on the "WWE 


When tf was brought on by A | 
Attitude" game, | thought what. privilege it was for me, a 22-year-old kid, to ‘ 
£ . ' a " % 


take part*in such a project. / 
* * * 


| had a similar opportunity when the World Wrestling Federation hired me 
in February 1996. Since the age of 7, | had been a huge fan of the sport- 
and I vividly remember watching my first televised Federation event from 
Madison Square Garden. For me, becoming a part of the company | 
had grown up with was truly a.dream come true, one that I continue to 


live each day at Titan Tower in Stamford, Connecticut. 


In my first few days in the Federation, Vince Russo (my Editor in Chief 

and truly one of the most inspirational people I've ever had the plea- 

» Sure of working with) told me "Once this business gets in your blood, 
you'llslove it forever." Nothing was closer to the truth. 


oa In the three-plus years I've been apart of the company, the super- 
stars and employees I've worked with have become my second 
’ family. All the entertainers are the most hard-working and dedicat- 
“ .ed people in the sport-often spending over 300 days of the year on 
the road, away from their loved ones. They do it because they love 
this business. Perhaps no one more so than Vince McMahon. 


The first question people usually ask me when they discover | work 
for the World Wrestling Federation is: "What is Vince McMahon like?" 
To, put it simply, he's the driving force behind sports-entertainment. I'll 
never forget the St. Valentine's Day Massacre Pay-Per-View in February 
1999, when Vince took on Stone Cold Steve Austin, because that was 
the night I truly appreciated how much he loves his company. Story 
lines aside, here was the CEO of a Fortune 500 company stepping into 
a steel cage, perhaps risking permanent injury. : 
Would Bill Gates work alongside his employees on the assembly line? 
Hell, no. Would George Steinbrenner play left field for the Yankeec? 


e 


« 


See in, a 


Of course not. That's what distinguishes Vince from 


f everyone élse-he's not above going out there and 


showing everyone how it's done. In the last year 
I've had the opportunity to work under Vince's 
“son, Shane, as.a member of the Federation's 
New Media department, which in my opinion 
is the future of sports-entertainment. Nothing 
means more to me than having fans express 
how much they enjoyed reading one of my 
articles on our Internet site (wwf.com) or in 
the WWF and RAW Magazines. All the hard 
work and dedication is immediately paid 
for in full when | learn | made others happy 


through my writing. 


Thanks to everyone at Acclaim | was able 
to do the same with the "WWE Attitude” 


game, which really was a labor of love. As 


a lifelong video game junkie, it's amazing 
to me that millions of fans will be playing 
something | helped create. This is the clos- 
est thing by far to actually stepping in the 
ring and competing with the superstars. 
Where else can you become The Rock and 
"lay the smack down" on some "roody-poo 
jabroni" or "open a can of whoop-ass" with 


Stone Cold Steve Austin? The detail in this game 


is remarkable. I'd like to personally thank 
Acclaim's Dan Garcia, Mike Archer and Omar 


Banmally for allowing me to be a part of this venture. 


Is "WWF Aftitude" the greatest wrestling 
game ever created? 


Oh, Hell Yeah! 


Bill Banks 


Associate Producer of New Media, 


Staff Writer for Publications 
Titan Sports, Inc. / The World 
Wrestling Federation 


| 
| SUPERSTAR 


BIR"S 


You want the real deal 
on WWF Attitude? Before 
you can stomp a mud- 
hole in some poor 
jabroni and walk it dry, 
you've got to learn a lit- 
tle something about the 
40-pius superstars that 
are in the game! Don't 
sweat it if you've been 
livin’ in a cave for the 
last five years! We've 
included complete bios 
of every superstar, as 
well as how to access 
the ten hidden 

_ characters. 


— => SES SP eee ee 


Each biography not only 
includes past accom- 
plishments, but many of 
the possible moves 
each athlete can 
unleash in the game. 
And, depending on 
which game system 
you've got your sweaty 
little digits on, there's 
easy-to-read button 
combo displays for both 
PlayStation and N64. 


_ Keep this chapter open 

- as you begin the long 
haul up the ladder. You 
might fall, but at least 
you won't get knocked 
on your @#§$ as hard as 
you would have if you 
didn't invest some 
greenbacks in this 
strategy guide! 


| surenstarnios DDI 
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SHARED MOVES: , 
Me (e] 
Ready Moves: _ : Put Opponent on pou | fi 
Body Slam: left, left punch or Ground sever ity 
right, right, punch —t”) 0 Me), 


: From Head; Bickuy tie-up 
Hip Toss: leff, left, kick or tight, 


_ tight, kick | /1% @ From Head; stomp: kick © 


C pooh lEGLE left, left, tie-up’ or From Head; Rear Chinlock: punch 


— From Side; Stomp: Kick 
1 eee 4 i“ eM 
-" From Side; Elbow Drop: Bunch 
a Whip: lett, left, kick or “ ri ght, 
‘ine - . kick aie. j Turnbuckle Moves: 4% 


ie ail 


aaa Chop to Chest punch 


Arm Wrerich: punch 


Png 
Climb, nbuckle and Pummel: 
up, pt h. bas 1d, 4, 


right, right, kick ee ‘On Turnbuckle; Opponent On 
| ; Ground: 


ae Elbow Drop: punch 
é ae agen cup Ip: punch 


i exceaee 
ier 
Lig 


3 ilee 
Tig: 


All 1 Moves on ithe following 
‘pages are highlighted in red text. 


ee \e ees ry 
When the era of Austin 3:16 came to pass at WrestleMania XIV, 
er" 4 it was the culmination of "8 Long F’in’ Years" it took Stone Cold 
 % Steve Austin to become the top superstar in sports-entertain- 
ment. By downing Shawn Michaels for the gold, the Texas 
Rattlesnake became an instant phenomenon—ushering in a 
new brand of "Attitude" in the World Wrestling Federation. 
Thanks to Mr. McMahon, Austin’s reign as champion was a 
__constant hell. After ultimately losing the gold in late 1998, 
_ Stone Cold was forced to go through several unenviable Team 
Corporate obstacles in order to reclaim the title—leading to a 
"ragin’ climax" between Austin and The Rock at WrestleMania XV! 
With the Texan set to lead the Federation into the next millennium, 
the book of Austin 3:16 still has several more chapters of ass- 
wheoping left to be told! 


“Game TIPS Pe et 


PSX and N64 Moves 


Ready Moves: 


| Stone Cold Stunner (9): up, down, 
up, ticup, or down, up, down, ticup 


Samoan Drop (6): left, down, tieup 
or right, down, tieup 


Snapmare (5): left, down, punch or 
right, down, punch 


DDT (5): up, down, punch or down, 


Drop Toehold (4): left, down, kick or 
right, down, kick 


Sidewalk Slam (7): left, up, kick or 
right, up, kick 


Shoulderbreaker (6): left, right, 
tieup or right, left, tleup 


Samoan Drop (6): left, fieup or 
right, tieup 


Inverted Atomic Drop (5): left, 
punch or right, punch 


Neckbreaker (4): left, kick or right, 
kick 


Piledriver (8): left, right, punch or 
right, left, punch 


Behind Moves: 


_ Reverse DDT (6): leff, ficup or right, 
| tieup 


STONE COLD STEVE AUSTIN 003 


Sleeper (5): left, punch or right, punch 


Schoolboy Pin (4): left, kick or right, 
kick 


Ground Moves: | 


From Side; Mount Punches (7): left, 
down, tieup or right, down, tieup 


ANO HA1dVH9O 


From Feet; Texas Cloverleaf (8): 
left, down, kick or right, down, kick 


From Head; Stepover Facelock (7): 
left, up, HUNCH or right, up, PUNCH 


Running Opponent: 
Power Slam (9): ticup a 


Running Player: 4 


Vertical Body Press (9): ticup 
Trademark 


Turnbuckle Moves: 


Opponent Onground; Driving 
Elbow (6): punch + ftieup 


Punch: 


Haymaker (4): punch 
Kick: 

Mafia Kick (4): kick 
Pose: 


Austin Headwag (0): kick + tieup 


GAME STATISTICS 

- Strength: 7 
Teustneke: ? 

* Speed: 7? 1©, 
Recovery: 


Height: 6’5" Charisma: 10 


; Weight: 275 pounds 

-¢ From: Miami, FL 

~~ Favorite Quote:"The Rock is gonna lay 
the smack down on your candy ass!" 


==“Titles Held: Federation Championship, 


_ Intercontinental Title 
~ Finishing Move: The Rock Bottom 
of ss alt a ee wy 


As the crown jewel of Mr. McMahon’s Team Corporate, The Rock is 
one of the most electrifying superstars ever to compete in the Worl 
Wrestling Federation. Not only is this third-generation athlete brash 
and cocky, but he backs up his mouth with tremendous ability. After 
debuting in the Federation in 1996, the youngster came under the spit 
of fan for attaining "too much, too soon." Still, he persevered and 
claimed two Intercontinental Title reigns. Just when it seemed the 
masses had finally accepted The Rock, he showed his true inter 
tions by aligning himself with Mr. McMahon’s Team Corporate. 
With The Rock’s potential and Vince’s vision, the superstar 
became the Federation Corporate Champion! Now, those who oppose . 
The Rock risk getting checked into the Smack Down Hotel on the corner 
of Know Your Role Boulevard and Jabronie Drive! 


EZ TIPS « 
n 


ak as The Rock so successful is his ility to 

ig, hardcore or technical battles. The key to 
erly setting them up for their downfall. 

important parts of | his winning equation. 
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PSX amd N64 Moves 


Ready Moves: 


Rock Bottom (9): left, right, down, 
tieup or right, left, down, tieup 


Laying The Smack Down (8): left, 
_ fight, down, punch or right, left, 
down, punch 


Fireman’s Carry (4): left, right, kick 
— or right, left, kick 


_ DDT (6): left, up, tieup or right, up, 
tieup 


Samoan Drop (6): left, down, tieup 
or right, down, tieup 


_ Neckbreaker (5): left, right, punch 
or right, left, punch 


Shortarm Clothesline (5): up, 
down, punch or down, up, punch 


Sidewalk Slam (7): up, down, kick 
_ or down, up, kick 


_ Snapmare (5): left, down, punch or 
right, down, punch 


; Tieup Moves: 


Rock Bottom (8): left, right, punch 
or right, left, punch 


Samoan Drop (6): left, tieup or 
right, tieup 


DDT (5): left, punch or right, punch 


Chestbreaker (4): left, kick or right, 
kick 


q 
Behind Moves: : 

m 
German Suplex (6): left, tieup or 9 | 
right, tieup m 


Russian Leg Sweep (5): left, punch 
or right, punch 

Schoolboy Pin (4): left, kick or 
right, kick 


Kh eer ea oa 


Ground Moves: 


From Side; Mount Punches (7): 
left, down, kick or right, down, kick 


From Feet; Fist To Groin (8): left, 
left, down, kick or right, right, down, 
kick , 


5. 
From Head; People’s Elbow (7): 4 
up, down, punch or down, up, 
ounch Trademark 


Running Opponent: i 
Power Slam (9): ticup 
Cornet TRB ossu 


Choke With Boot (4): down, kick or 
up, kick 


Punch: 


Haymaker (4): punch 


Pose: 


Rock Common (0): kick + tieup 


L \-wresiten 


1) boll 


lo s 6 leader of the Ministry of Darkness, the Undertaker 
‘ iSymore macabre than ever! Some say we have yet to 
* “see'fhe trué evil that lurks within the black heart of this 
superstar. Over the course of his eight-plus- year career 
in the World Wrestling Federation, the Phenom has 
become one of the most feared competitors in the 
ranks. With two Federation Championship reigns already 
to his credit, the formation of the Ministry signals that 
the Undertaker is poised to take the world of sports- 
entertainment into his demonic possession! With the 
Acolytes, the Brood, Midian and Viscera doing his dark 
bidding, an apocalyptic battle between the forces of 
— good and evil could be set into motion by the 
= Undertaker. 


PSX and N64 Moves 


Ready Moves: 


Tombstone Piledriver (9): up 
down, up tieup or down, up, AWA 
tieup 


_Chokeslam (8): up, down, up 
~ punch or down, up, down, punch 


Throat Toss he left, right, kick or 
right, leff, kick 


Front Backbreaker (6): left, up, 
_ tieup or right, up, tieup 


- Shortarm Clothesline (5): left, up, 
— punch or right, up, Punch 


Knee To Face (4): left, up, kick or 
— right, up, kick 


_Tieup Moves: 


ide Backbreaker (6): left, ticup or 
ight, tieup 


Side Slam (5): left, bunch or right, 
Chestbreaker (4): left, kick or right, 
kick 


Behind Moves: 


_ Reverse Brainbuster (9): up, down, 
tieup or down, up, tieup 


Bulldog (6): left, tieup or right, 
tieup 


4 Sleeper (5): left, punch or right, 
punch 


_ Russian Leg Sweep (4): left, kick or 
__ tight, kick 


Serb Dew saan NRCan 


THE UNDERTAKER 007 — 


- 
Ground Moves: % 

m 
From Side; Elbow Drop Onto Arms 5 
(6): up, down, tieup or down, up, zZ 
tieup 
From Feet; Leg Lock (8): up, left, 
up, kick or down, left, down, kick 
From Head; Blatant Choke (7): { 
left, right, left, punch or right, left, 
right, punch 
Running Opponent: 
Boot To Face (5): kick 
Corner In Moves: 
Walk The Ropes Arm Wrench (7): 
left, right, kick or right, left, kick 
Big Punch Combo (4): left, left, 
kick or right, right, kick ' 


Chokeslam (8): up, down, punch, 
or down, up, punch Trademark 


Punch: 

Thrust To Throat (4): punch 
Kick: 

Boot To Face (4): kick 
Pose: 


Undertaker (0): kick + tieup 


” : pel STATISTICS 


i 


* ma Hae e 
- Speed: 5 
~ Recovery: 9. 
Charisma: $ o) r, 


rom 


Se « « * 


Th’s ntertainment. Known as the "King of Hardcore," this 
¢ superstarieonstanily puts his career—and his body—on the line 
to accomplish his goals! Since his debut in the World Wrestling 
Federation in 1996, Mankind has engaged in aggressive and 
bloody. feuds with the Undertaker, Kane and The Rock. One of 
his greatest performances came at the 1998 King of the Ring, 
where he was thrown over the top and through the Hell in a Cell 
in his war with the Phenom! Later that year, Foley realized his 
childhood dream of becoming the Federation Champion by 
upending The Rock on two occasions—once on RAW and 
- later in an empty arena bout during half-time of the 1999 
Super Bowl. With two championship reigns to his credit, 
Mick Foley has finally reached the top of sports-enter- 
-tainment mountain—and there’s no telling just how far 
he will push himself from there! 


GAMELTIPS « 


Mick eos the alter ego of Mankind, is fast becoming a legend 


ake out an opponent! He 
pope se 


SS, it’s that he 
y in the bout is 


PSX amd N64 Moves Sees) O03 


» ~©Ready Moves: Reverse DDT (6): |e* ~cupeorcaom == 
* ' tieup z 
| Mandible Claw (9): left, right, down, g 
__ tieup, or right, left, down, tieup Ground Moves: mF 
-_ Double Arm DDT (8): left, right, From Side; Knee To Shoulder (5): | 
_ down, punch or right, left, down, UP, GOWN, DUNCN OF Gown, UD, QUIT? 


~ punch Trademark : 
> From Feet; Leg Lock (7): <7 Gown, . 
| DDT (6): left, down, tieup orright,  ——ikick or right, down, kick ; 
down, tieup : SIs ; 

. . From Head; Mandible Claw (9): lef 
__ Double Underhook Suplex (5): up, = "ight. Gown, punch er non? et. 

— down, punch or down, up, punch down, punch 


q ; 
Leg Drag (4): left, up, kick or right, Running Player: be 
up, kick aT | 
4 Tackle With Punches (8): *<cup 4 
_ Neckbreaker + (5): left, down, punch | c A 4 
~ orright, down, punch  Turnbuckle Moves: ; 


Knee To Face (4): left, down, geaiet Onground Splash (7): kick + Diock a 
— orright, down, punch 


q Standing Body Press (7): kick + 

| Tieup Moves: F block | 
Piledriver (8): left, up, punch or Corner In Moves: 
fight, up, punch 
to Tree Of Woe (6): Up. UD. DUNCN or | 
' Bulldog (6): left, tieup or down, down, punch ; 
ee right, tieup 
ce Punch: ¢ 


DDT (5): leff, punch or right, punch 
i Grab Head and Punch (4): punch 
. Backbreaker (4): left, kick or right. 


kick Kick: 
Behind Moves: Mafia Kick (4): kick 


Schoolboy Pin (4): left, kick or right, Pose: 
kick 
Mankind Socko (0): kick + ticup 
Russian Leg Sweep (5): left, punch 
or fo punch 


—- —— o - 


GAME STATISTICS 


nae 


set 
~ Strength: 7 | 

~ Toughness: 

Speed: 6 — 


- Charisma be 


Fishing ove The Pederee: ee 
“ “Cha dionships Held: Intercontinental | Tite, 


SAM RAST LE IIE IES NE ALTO TS 


As the leader of ihe Most controversial group in sports-entertain- 
ment—D-Generation X—Triple H has elevated his career to new 
heights in the World Wrestling Federation. A former King of the 
Ring and Intercontinental Champion, this superstar is one of the 
most talented athletes to ever compete in the sport! As a found- 
ing member of DX, Hunter was responsible for the genesis of the 
group following WrestleMania XIlV—ushering in a new era with X- 
Pac and the New Age Outlaws. In recent months, Hunter and his 
troops have engaged in a series of brutal matches with Mr. 
McMahon’s Team Corporate—and The Rock in particular. Poised 
to attain the next-—and greatest—plateau of his career, Triple H has 
made it abundantly clear that his destiny lies in claiming the 
Federation Championship! 


‘Sent TIPS 


the tools necess iiite make it t oth top. phe i 8 tousea — 
| | id-Dased attack to wn is es, and en finishes them off with 
_ the Pedigree aneuvers in the game. T 
at coun ering offensive strikes, as he is able to 


eis 2 cialis 238 aS PE 
Ast Moves — | 


Ty 
ed ' 


e ct ane From Head: Reverse Chinlock (5): 
aay, ‘ieee dett: ‘ela punch or right, left, punch 
nee Hit ): left, down, ne ee ee 

ight, down, /punch “From Head; Blatant Choke (5): up, 
z down, punch or down, up, punch 
(9): up, ao Whl down, a eee 

r down, Up, UP, tieup eee a Opponent: 


ice as left, ‘down, kick a -TiH-A-Whirl Slam (8): tieup 
in, kick Trademark ; ie >| 
eee Running Player: : 
ekbreaker (6): left, down, — ae 
or. right, down, Heup aiigerea | un Tackle With Punches (8): tieup 


0 
=x 
> 
= 
— 
m 
x 
ie) 
Zz 
m 


| 
| 
| 


alk Slam gy: uP, C own ii kick  Turnbuckle Moves:_ + 3 , . 


up, kick eee Ie | 
a uP, the ~ Opponent Onground: Knee Drop X | 
ig a ee © punch + HeUpS ; 

or ri eft, kic ti ay So Fee ae a 
| . . Nex — ~ opponent Standing ; Shoulder “oe | 


2 \ ee Se, ‘igekie 1): kick + block | pees. 

iN eye % os ie Pane erg ae : eae 

o> | i | Va i Corner In. ‘Mouse j f ies, ei q 
Seatec Gutwrench Powerbomb — REET as a 
left, right, down, fieup or fant. & Cho ke With Boot (4): ae ape kick a 

e : down, tleup PORES Nei or down, down, kick” part 4 
Northern Lights suplex (Of a - PRRBR: \ Bae BS Be E iti 
re por night, tleup naiiwty pear) aa. mC a Se ae << BRS 
Fe CIE NO ER ep Blake iN Tornado Punch @: ‘punch ie 
‘Atomic pepe): left, Ye Ris ‘ ees 

rr Inch ed ah Ke Kick é . : me f 3 - 
terror (4): left, kick or rh _ Dropkick xe kick oS ie 
kick ie nA 
ae - Pose: see x 4 Hy] 

— = HHH Overhead © kick + tieup as 

m an euelok (6): left, tieup or ol ee | 


ake a: left, Kick or ‘ight, kick | 


i cround Moves: 


From Feet; Fist To Groin (5): left, 
| down, kick eat tight, down, kick 


ROCK 


MOST DANGEROUS MAN 
ah, GAME STATISTICS 


r Toughness: 8 
Speed: 6 
Recovery: ? 
~ Charismi ae 
. Fi Height: 61" 
ie . 2 a ‘vf Weight: 235 pounds 
_ *" From: Sacramento, CA 
: Favorite Quote: "I’m in the Zone!" 
: | = Finishing Move: The Ankle-Lock Submission 
{ a Noe oe Championships Held: Intercontinental Title, 


«~~ ey. Tag Team Title 

r » oem ow” 

As a former champion in the Ultimate Fighting realm, Ken Shamrock is a 
master of submission holds. Dubbed the "World’s Most Dangerous Man" 
by ABC television, this superstar can punish opponents in a variety of 
ways. After attaining the top spot in the UFC, Shamrock introduced his 
dominating skills to the World Wrestling Federation in 1997, and has risen 
up through the ranks to become a top contender for the Federation 
Championship. He solidified his amazing transition to the squared circle 

in June of 1998, when he became the King of the Ring—and has since 

claimed the Intercontinental and Tag Team gold as a member of Mr. 
McMahon’s Team Corporate. Thanks to the owner, Shamrock’s destruc- 
tive temper has only gotten more out of control! 


 GAme TIPS 


tg cha 
\ i 
had = 


cK is no stopping him! His greatest strength is his 
saw through opponents like a wolverine. His only 
per, whichrhas earned him his share of | 
best bet when using Shamrock is to go straight 
Offensive strikes. Use the No Holds Barred fighter 
, then lock them down with the finkle-Lock = 


anages to escape the hold, the d 


y 


age it inflicts wilt 


PSX and N64 Moves: 


Ready Moves: 


High Angle Belly to Belly Suplex 
(6): left, up, tieup or right, up, tieup 
Trademark 


Hurricanrana (6): left, down, tieup 
or right, down, Heep 


Snapmare (5): loft, UP, punch or 
right, up, Se : 


=< 


Armdrag ae left, Up, kick or Rott. 
UD: \KiCias 


_ Reverse Painkiller (4): left, down, 
~ kick or right, down, BSS 


Tieup Moves: 


Three Knee Combo (3): loft, punch 
— or right, punch 

_ Leg Stretch (4): left, kick Sight 
| kick “fh b- 

~ Overhead Belly to Belly Suplex 
— (6): left, tieup or right, tieup 
Behind Moves: Mw 


_ German Suplex (6): left, tioup ¢ or 
right, tieup 


Beast Choker (5): left, punch or 
right, punch | 


Victory Roll (4): left, kick or right, 
kick 


Ground Moves: 
From Side; Longbow Backbreaker 


(8): left, right, down, tieup or right, 
left, down, tieup 


. f * 
; ° PU -* : 
ees = 


KEN SHAMROCK 013 


From Side; Mount Punches (5): 
left, down, punch or right, down, 
punch. 


From Feet; Shamrock Ankle Lock 
(9): left, down, right, kick or right, 
down, left, kick 


From Feet; Elbowdrop to Leg (6): 


up, down, kick, or down, up, kick 


From Head; Shortarm Scissor (7): 
up, down, punch or down, up, 
punch | 


Running Opponent: 
~ High Leg Clothesline (5): Kick 


Power Slam (9): tieup 


Running Player: 


Flying Back elbow (7): kick 


Turnbuckle Moves: 


Opponent Onground; Splash (6): 
kick + block 


Opponent Standing Hurricanrana 
(7): tieup + block 


Punch: 

Inside Forearm (4): Punch 
Kick: 

Shuffle Side Kick (4): kick 
Pose: _ 


Shamrock Pumpup (9): kick + fieup 


ANO MALdVHO 


a ee ee 


™ 


Height: 6’9" 
Weight: 326 pounds 
Titles Held: Federation Championship, 


Tag Team Championship 


Finishing Move: Tombstone Piledriver 


gil STATISTICS 


a q ) — 
mont ll ou 


“\kane,the-youinger brother of the Undertaker, is a frighten- 
ing superstar who at times is an uncontrollable weapon 
of destruction. Unveiled by Paul Bearer in October 1997 
following 20-plus years of seclusion, the Big Red Machine 

-and the Undertaker nearly annihilated each other in their 
hellish wars. After months of brutal aggression between 

the brothers, the Phenom finally revealed that he was the 

one responsible for disfiguring his sibling in a raging infer- 
no! The highlight of Kane’s career came at the 1998 King 

_ of the Ring when he defeated Stone Cold Steve Austin for 

the World Wrestling Federation Championship. Several 
months later, the monster came under the corporate con- 
trol of Mr. McMahon, who only succeeded in making the 


superstar more dangerous! 


/ 


ail 


ve r quickly from the offensive strikes ¢ of 
lismantle opponents on the mat. His 

he superstar ever to 

. Bi strong and powerful, Kane is like a | 
bes. However, without guidance this 
e Big Red Machine to demolish 

f with a chokeslam or the 


cont N64 “Moves 


a 


mbstone Piledriver 9): Up, UP, 
down, tieup or down, ae Wi. 


or right, left, OTe 


down, punch 
Tieup Moves: | 3 : Se 


‘Chokeslam (8): left, right, punch or 
pont, left, punch Trademark | 


foverhead Belly to Belly Suplex 
(6): left, Tieup or poU!. tieup 


Side Slam (5): left, punch or right, 
punch — 


" Chestbreaker (A): left, kick or right, 
kick | 


| sehind Moves: 


Schoolboy Pin (4): left, kick or 


Sleeper (5): left, punch or right, 
punen, . 


ES Ue 


_ From Head; Squeeze Head (7): 


Running OPPOneA : 


___ Boot To Face (6): kick | 
Frontiace DDT (5): | lft right, hae ; 


pT 6): left, down, punch or 9 right Running Player: _ ty Bo nie 


German Suplex (©)! leff, tieup or 
right, tieup 


ANO HA1dVHO 


Reverse Vertical Suplex (8): up, 
down, up, PuNCh or down, up, 
down, punch 


: Ground Moves: 


a ON punch or down, up, punch 


i 
+ 
} 
From Head; Blatant Choke (5): up, _ 4 


left, tight, punch or gent left, ft, punch 


Tilt-A-Whirl Slam (9): teu ae 


Flying Back elbow (7): teu 
Turnbuckle Moves: 


Standing Shoulder Tackle 7): 
puncn - + tieup — | 


Porch: 


punch 


Thrust To Throat (4): 
Kick: | 
Boot To Face (4): kick 
Pose: | 


Kane (0): kick + tieup 


| 
| 
. 


™ 


; EE SUH ys 


i 


Ms Ae? 
és Recovery 7 
Height: 5’11" 
Weight: 227 pounds i 6 


From: Calgary, Alberta, Canada 
Titles Held: Intercontinental Championship, 
>. European Championship, Tag Team Championship 


em 


Ce “« 
~~ +¢*se® Finishing Move: The Sharpshooter 


wr" * bait sail 


One of Remost celebsdted combatants in World Wrestling 
Federation history, Owen Hart is perhaps the most technically 
skilled superstars in the sport. As the youngest of the Hart family 
clan, Owen learned his mat mechanics from father Stu in the infa- 
mous Hart Family Dungeon in Calgary. After debuting in the 
Federation in the late 80s under the guise of the Blue Blazer, 
Owen cast aside the mask and found his place in the spotlight. 
Since then, Owen has held his own in claiming several champi- 
onship reigns—most recently teaming with Jeff Jarrett to claim 
the Tag Team gold. Despite all his success, the high-flyer still relies 
on the services of his mysterious alter ego, the Blue Blazer, to give 
him an added fhreat in his mat wars! 


i nas. * de ee 


Enciquil (7): up, owas Hie - ea From Side; Mount Punches (7): 


down, up, kick, Trademark nist : left, down, tieup or right, down, 

| . aise va. eet Tieup- 

Front Backbreaker (6): left, down, 

eee or right, down, Mieup ae oe From Feet; Sharpshooter (9): left, 


| in eee oe Ree up, left, kick or right, up, right, kick 
Snapmare 6): in down, / PUN ch 
NOD, down, punch» 


a oe om Feet; Headbutt To Groin (6): 
A i left, down, kick or right, down, kick 


Fireman’ Carry (4): left, jaar kick a ee 0h Se = 

or tight, left, kick - ees = eee From Head; Stranglehold Gamma 
i, ee —@): up, down, up, punch or down, 

Crucifix (4): lett, ‘down, Kick or : UP, | down, punch 

tight, down, kick - \, Les 


ee From Head; La Magistral (5): le 


| Overhead Belly to Belly 0 ee 
Ww left, up. eK or Fight up, i kieka Hee Th 
| oN > . >, . % S Running Player: 

i He oe Spin 
Northern Lights Suplex (Or tef ‘ 


A: 


ticup or right, tieup ae a Ta w TaERivekle Moves: "ay 
; [ie a. <a aa i 


; 


: Tieup Moves: _ he 


o 


an 
wv 
*, 


ning Heel Kick (8): kick 


Side Belly to Belly ple. ©): ‘left, . Standing Missile a ae Q): 


punch or iat punch a ple asad AGS tieup + block 
deca gee ef ne ‘aN A 
Backbreaker (4): left, kick or right, Corner In Moves: 
kick yeah Ge ee ee pays. 
Sh” SPN eae, - Belly to Belly aay (5): Up, UP, 


| Inverted Piledriver (8): up, down, oe, or down, down, ae 
punch or down, a oer ; 


ate 
i Seemsiee, ity! 
a 


iy ee - Punch: 
Behind Moves: _ a ay 2 i ok i 

take ce Side Windup (4): punch 
Rolling Prawn Hold @k eft T ‘kick or 
fight Wiek = | ee ‘a Kick: 


ee Eh 


Beast Choker (5): left, punch or oF : _ Dropkick (4): kick 
right, punch mo Na a 
Pose: 
— Rolling German suplex (re ! 
_ tieup or right, tieup Mero Armsup (0): kick + tieup 


_ down, punch or iS) Me down, ‘punch 


ANO HA1LdVHO 


OWEN HART O17 — 


; 


VES 


—. GAME STATISTICS 


~ et 
“Th Sduit film star Val Venis is one of the most talked about 
World ion Superstars today! Virtually ignored 
in all the talk about his controversial persona is the fact that 
after all the boasting and gyrating, he is a gifted athlete. Venis 
certainly works hard to please the ladies, as apparent by his 
exploits with Terri Runnels and Ryan Shamrock—the sister of Ken 
Shamrock! in the latter conquest, the superstar enraged the 
World’s Most Dangerous Man, leading to an all-out war between 
the two in which Val captured the Intercontinental 
Championship from his foe. When he's not competing in the 
squared circle, Val enjoys adding to his collection of adult 
films, which sometimes feature the wives or girlfriends of his 
foes! Using the same virility in the ring, there's no telling how far 
Venis can go. 


oe oe P 
Pons 


amd N64 Moves 


Moves: 

a, IF ues Poubibomb (8): left, 
gt neh , punch or right, left, right, 
‘ ner fait 


PSX 


Bead) Shy 


| lev alk Slam (7): up, down, kick 
d jown, ae kick d 


2 


in’s Bony (4): left, down, 
yg re kick 


r i: this Aan 6): left, down, 
ieup net down, tieup 


_ def, 3 
e. 


herman Suplex (5): left, punch 
ior right, punch Trademark — 


Hanging Brainbuster (9): left, 
down, right, tieup or right, down, 
d left, tieup E 


Ferbane (7): left, down, kick or 
ght, down, kick 


eamioal Drop (6): left, fleup or 


ee 


Backbreaker (4): left, kick or right, 


oa Prawn Hold (4): left, kick or 
a 7 ht, kick ) 


7 


+ ° — - 
—————— Cr rt 7 


va oes STN 


Russian Leg Sweep (5): |e, Ouncn 
or right, punch 


Ground Moves: 


From Side; Porn Pretzel (7): up, 
down, tieup or Gown, up, fieup 


From Side; Swivel Mount Punches 
(8): left, right, left fieup or right, leff, 
fight, fleup 


om 


From F Feet; Fist To Groin (5): up, 
down, kick or down, up, kick 


From Head; Kick To Spine (6): up. 
down, punch, or down, up, punch 


Reverse Vertical Suplex (6): !ef, 
tieup or right, fieup 


Running Opponent: 


Spinebuster (5): ficup 


Turnbuckle Moves: 


Opponent Onground; Money Shot 
(9): kick + punch 


Punch: 


Tornado Punch (4): punch 
Kick: 

Dropkick (4): kick 

Pose: 


Venis Hips (0): kick + ficup 


ANG MALLAWHO 


ee ee 


. ‘ — 2 
eS 
—_— io —_— == 


” » 
os —=—e— 
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GAME STATISTICS 


cas 


t ~ Strength: 5 


} 
4 


Height: 6” Paniakaye 
o\ .. Weight: 202 pounds _ Charisma: 8 
' " s 7A \ From: Minneapolis, Mn 
in| Be 7A =. Championships Held: European Championship, 
| a Tag Team Championship 


\-< Finishing Maneuver: Face Buster 


5 agg 79S 58 


X-Pac is loud, obnoxious and not afraid to rip into someone at 
5 noment's notice. To back up his brashness, he is also one of 
“thé.top.aeriakathletes in sports-entertainment. Together with 
the rest of DX, the superstar has revolutionized the World 
Wrestling Federation, becoming one of its most popular stars 
in the process. During his first run in the Federation in the 
early ‘90s, Pac—then known as the 1-2-3 Kid—disregarded 
his own well-being in his aerial attack, upsetting dozens of 
superstars in the process. However, this reckless abandon 
caught up with the youngster...nearly costing him his 
career in the process. After a brief period out of the 
Federation spotlight, ‘Pac returned louder than ever the 
night after WrestleMania XIV—becoming a cornerstone of 
DX along with Triple H and the New Age Outlaws. With two 
European Championship reigns topping his list of accom- 
plishments, there’s no limit to how far X-Pac can push it! 


rs to stick toa 

iS Spa e his lack of size, the 

ints of p wever, this is not to say 

n X-Pac, as apuabers« eventually wea 
ent. The DX me t his 


mM 


igh-fyer, he prefe 


= 


t. The DX member's greatest strengt 
kicks by the superstar can severely. 


PSX amd N64 Moves 


| Ready Moves: 


Facebuster (6): up, down, tieup or 
down, ‘up, Tieup 


Running Knee Hit (5): left, down, 
eae o tight, down, punch 


Enziguri os left, up, kick or right, 
ale acy : 


Hurricanrana ©): left, up, punch 
or right, up, -punen 


Una 


ca down, kick 


‘or right, punch 


Leg Stretch (4): lett, kick or 
Bai Kick | ee 


A 


Behind Moves: 


iGerman Suplex (9): left, hee or 
right, teup LEX a 


Sleeper (5): left, punch or 
right, punch | 


Victory Roll (4): left, kick or 
right, kick 

Ground Moves: 

From Head; Front Facelock (5): 


up, down, punch or down, up, 
punch 


eg Drag (4): ‘left, down, kick or 


£% 


Running Opponent: 


Spinning Heel Kick (8): kick 
Running Player: 


Opponent Onground: Quick 
begeror OD: kick © 


o i 

ie 
_ Cross Body Block (7) dek ae 
‘ewe a | eS 
~ | 

Turnbuckle Moves:_ 4: 


a SS Mt Het, 


©: lef ot 


Bulldog oO See right 


 Tieup a i > ca 
Punch: o Ny, a hy , 


pom “ f Saw & 


Grab Head And Punch (4); ‘punch 


Kick: _ oo a 
Dropkick (4): kick 


Pose: 


DX Chops (0): kick + tieup 


ANO HA1LdVHO 
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GAME sel 


“Elaiming "they" speak to him through Head (his man- 

nequin sidekick), Al Snow is one of the most dis- 

Se _iturbed superstars in the World Wrestling 

6 Federation ranks. After several missed opportuni- 

ties drove Snow over the edge of lunacy and out of the 

A Federttigh spotlight in 1997, the Ohio native emerged over a year 
later to fight the forces of P.U.S.H. with his band of outcasts known 

as the J.0.B. Squad! Since that time, Snow has focused his efforts 

on developing a hardcore style, becoming one of the top com- 

batants in the aggressive division. As the self-proclaimed 

— “Crowned Prince of Hardcore" Snow goes to great lengths to 

Pp unleash a deluge of punishment against opponents—or if one - 
isn’t available, even himself for the hell of it! 


-GAME TIPS * son 


" PSX amd N64 Moves 


Ready Moves: 


Reverse Tiger Suplex (7): left, right, 
kick or right, left, kick 


Leg Scissor Stomp (5): up, down, 
punch, or down, up, punch 


Frontface DDT (6): up, down, tieup 
or down, up, tieup 


Double Underhook Suplex (5): left, 
down, punch or right, down, punch 


Armdrag (4): up, down, kick or 
down, up, kick 


Drop Toehold (4): leff, right, kick or 
right, left, kick 


Tieup Moves: 


Snow Plow (8): left, up, punch or 
; right, up, punch 


v 


‘Underhook Headbutts (6): left, 
-tieup or right, tieup Trademark 


Piledriver (9): up, down, up, tieup 
or down, up, down, ticup* 


Double Underhook Suplex (5): left, 
punch or right, punch 


Side Slam (4): left, kick or right, kick 
Behind Moves: 


Rolling German Suplex (7): left, 
up, kick or right, up, kick 


Reverse DDT (5): left, bunch or 
right, punch 


—_—_——_" oo owe ee 


Schoolboy Pin (4): left, kick or right, 


kick 
Ground Moves: 


From Feet; STF (6): up, down, kick 
or down, up, kick 


From Head; Crossface Punches 
(7): up, down, punch, or down, up, 
punch 


Running Opponent: 


High Leg Clothesline (6): kick 


Turnbuckle Moves: 


Opponent Standing; Sky Twister 
Press (8): block 


Opponent Onground; Moonsault 
(8): block 


Punch: 


Big Windup (4): punch 


Kick: 
Dropkick (4): kick 
Pose: 


Head (0): kick + tieup 


ANO HA1LdVHO 


ol 


GAME STATISTICS 


a 

3! * hee oN 4 
vibe % 

risma: rab 


Height: 6'4" 

Weight: 268 lbs. 

From: flustin, Texas 
ir. Favorite Quote: "If you’re down with Dk, 
ge=. »> we've got two words for you-SUCK IT!" 
t Titles Held: Federation Tag Team Championship 


‘Billy Gunn’ Sharhaps the best all-around athlete in the World 
Wrgstling Federation, ranks as the only superstar to hold 
© Tag Team Championship on six different occasions. 
‘\Debuting.in 1994 alongside brother Bart as the Smoking 
Gunns, the tandem captured the gold three times before 
splitting in 1996. From there "Badd Ass" found an unlike- 
ly partner in "Road Dogg" Jesse James, forming the 
team that would revolutionize the Federation tag team 
ranks—the New Age Outlaws! One night after | 
“a 6 WrestleMania XIV, the Outlaws found a home in the 
genesis of Triple H’s D-Generation X, solidifying their 
stance as the top team in the sport. Since that time, 
"Mr. Ass" has come into his own as a singles 
- threat, rising up to top contender status for the 
Intercontinental Championship as a member of 
the most controversial group in sports-entertainment! 


be tS 


GO Bp 


he consummate ¢ tiete—possessing size, strength and speed in his 
former six-time Federation T " Team Champion, he is the perfect 
arur lsat a singles competitor, his surprising power 
eak out any submission hold—but make sure you have a reverse 
ing! Make sure you become familiar with Gunn’s legdrop to the back 


PSX and N64 Moves 


Ready Moves: 


Fame Asser (8): left, right, down, 
punch or right, left, down, punch 


Running Knee Hit (5): left, up, 
punch or right, up, DuNCh 


Gorilla Press Slam (8): left, right, 
leff, punch, or right, left, right, punch 


Sidewalk Slam (7): left, down, kick 
or right, down, kick 


Front Backbreaker (6): up, down, 
_ tieup or down, up, tieup 


Drop Toehold (4): left, down, kick 
or right, down, kick 


Tieup Moves: 


Hanging Power Slam (9): up, 
down, tieup or down, up, tieup 


Hanging Vertical Suplex (7): up, 
down, kick or down, up, kick 


Bulldog (6): left, tieup or 
right, tieup 


Inverted Atomic Drop (5): left, 
punch or right, punch 


Neckbreaker (4): left, kick or right, 
kick 


Behind Moves: 


Reverse DDT (6): left, ticup or right, 
tieup 


Sleeper (5): left, punch or right, 
punch 


Schoolboy Pin (4): left, kick or 
right, kick 


Ground Moves: 


From Side; Knee Drop (6): up, 
down, tieup or down, up, tieup 


From Feet; Stepover Toehold (7): 
up, down, kick or down, up, kick 


From Head; Neck Whip (5): up, 
down, punch or down, up, punch 


Running Opponent: 


Power Slam (8): ticup 


Corner In Moves: 


Ass Kisser (7): up, up, kick, or 
down, down, kick Trademark 


Overhead Press (5): up, up, punch, 
or down, down, punch 


Punch: 

Big Windup (4): punch 
Kick: 

Dropkick (4): kick 


Pose: 


Billy Gunn Buttpoint (0): kick + 
tieup 


ANO HA1LdVH9 
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GAME STHTISTICS 


—!. _ Stent 6 
Toughness: 6 
oP pds Bs 
Recovery: 5 
Charisma: 3 


Height: 6'2" 
Weight: 245 pounds 
From: finnville, PA 


Finishing Move: PUMPHKICK 


a 


The pure wrestling machine that is "Lethal Weapon" Steve 
Blackman shows little emotion inside the squared circle. However, 
his athletic prowess speaks volumes to opponents. His reflexes 
are to be feared, as Blackman can deliver several kicks and 
punches with lightening-quick authority. Along with Ken 
Shamrock, Blackman represents one of the No Holds Barred spe- 
cialists within the Federation. As a master of his craft, this super- 
star owns and operates his own dojo in Pennsylvania where he 
trains his students the ways of his martial arts discipline. Whether 
competing in tag team situations or singles action, his opponents 
will quickly learn why the "Lethal Weapon" was given his nick- 
name. 


on be afraid ta e his expertise 
l eile ot is an ideal 


~ PSX and N64 Moves 


| Ready Moves: 
AE GS I, TRS RE 


Pump Kick (6): left, down, tieup or 
right, down, tieup 


Reverse Tiger Suplex (7): left, up, 
kick or right, up, kick 


Hurricanrana (6): left, up, tieup or 
right, up, tieup 


Snapmare (5): left, right, punch or 
right, left, punch 


Spinebuster (5): up, down, punch 
or down, up, punch 


Small Package (4): up, down, kick 
or down, up, kick 


Drop Toehold (4): left, down, kick 
or right, down, kick 


Overhead Belly Suplex (6): left. 
ieup, or right, tieup 


_Three Knee Combo (5): leff, punch 
or right, punch 


_ Backbreaker (4): left, kick or right, 
pe kick 


Behind Moves: 


Beast Choker (5): left punch, or 
right, punch 


_ Rolling Prawn Hold (4): left, kick or 
~ right, kick 


— Ground Moves: 
' From Side; Longbow Backbreaker 


- (8): left, right, down, tieup or right, 
left, down, tieup 


Turnbuckle Moves: 


Corner In Moves: 


Kick: : 


STEVE BLACKMAN 027 


igi 
From Feet; Leg Lock (7): up, down, : 
kick or down, up, kick rm 
From Feet; Spinning Toehold (6): : . 
left, down, kick or right, down, kick ‘ 


4 
- 
f 
7 
[ 
* 


From Head; Scissored Sleeper (7): 
up, down, punch or down, up, 
punch 


Running Opponent: 


Power Slam (9): ticup 


Running Aggressive: 


Tackle With Punches (8): ticup 


Opponent Standing; Missile 
Dropkick (6): punch + tieup 


Kick Combo (6): up, up, tieup or 


down, down, tieup Trademark r 
Punch: 
Crane Wing Punch (4): punch i 


Shuffle Side Kick (4): kick 
Pose: 


Blackman Bow (0): kick + tieup 


——_—— Le 


| GAME STATISTICS 
jh es. 54 — : 


| © ~~ Strength: 8 
# . Toughness: 8 \ 


A ti —Recovery:5 
witeagh “Charisma:s | 
’ Weight: 355 pounds pres Ges i 


€* From: Cobb County, GA 


Finishing Move: Side walk Slam 
Titles Held: Tag Team Championship, 
» Hardcore Championship 


! mae 
AS the ftad-ot security,for Mr. McMahon’s Team Corporate, the 
Big Boss Matis hell-bent on serving hard time to his enemies. The 
former Cobb County corrections officer is a brutal combatant, 
and enjoys beating foes into submission with his brand marshall 
law. During the late 1980s, the Boss Man nearly claimed the 
World Wrestling Federation Championship on several occasions 
before stepping away from the spotlight to pursue other interests. 
Upon his return this past year, he emerged as a leaner, meaner 
strongarm for the owner. This brand of brutality has earned the 
Boss Man the Hardcore Championship and a Tag Team Title reign 
with fellow Corporate member Ken Shamrock. 


| a brawling situation, and can damage oppon nts 
vith his brutality. The superstar also excels in : 
qualifies him to wield any type of arms! 
jan’s style isn’t suited for lengthy bouts—as he 
e gresses. Use the security specialist — 


Ready Moves: 


Chokeslam (8): left, right, up, 
punch or right, left, up, punch 


Fall Forward Slam (6): up, down, 
tieup or down, q Bee 


Bearhug (5): left, right, punch or 
LOTS punch — 3 - 


Choke (4): up, down, kick or down, 
Pup) me 


| Neckorecter (5): up, down, punen 
or down, up, punch 


Press Slam (7): left, ey kick or 
right, left, Hues 


Tieup Moves: 


_ Sidewalk Slam ‘©: left. ‘up, kick or 
Hon up, kick = 


a“ 


Brainbuster (6): left, tieup ¢ or 
right, tieup 


_ Side Slam (5): left, punch or 
right, punch | 


25 as h « 


Behind Moves: _ - 


Sleeping Rect bredker ©: at 
- tieup or right, tieup 


: Sleeper (5): left, punch ce 
punch 


Chickenwing : lett, kick or right, 
kick 


Neckbreaker on left, kick or oe “ 


Ground Moves: 


_ From Feet; Wishbone Legsplitter (6): 


left, down, kick or right, down, kick 


From Head; Squeeze Head (7): up, 


down, punch or down, up, punch 


Running Opponent: 
~ Power Slam (9): ticup 


Running Player: 


Flying Clothesline (7): kick 


Turnbuckle Moves: 


- Opponent Standing; Shoulder 


Tackle (8): tieup + block 


Corner In Moves: 


Running Vader Splash (4): kick 
Punch: 

European Uppercut (4): punch 
Kick: 


Mafia Kick (4): kick 
Pose: 


Arms Folded (9): kick + tieup 
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ee STATISTICS 


' a | ~ Height: 66" 
aes - 290 pounds 
From: The Mini gia 


Poe ee 


* As omember of the Undertaker’s Ministry of Darkness, 
Bradshaw has grown more evil under the demonic teach- 
ings of the Phenom. Heartless and soul-less—the two 

ést words to describe what Bradshaw has become. 
Casting aside his Texan heritage for the power of the 

kK k Side, Bradshaw and partner Faaroog form one of 
the most destructive tag teams in World Wrestling 
Federation history—the Acolytes! The term "acolyte" 
is defined as an "officer in the church, or follower" 
whose duty is to assist and attend the priest...in this 
case the Undertaker! Together, this duo adorns their 
bodies with symbols from the Necromicon, or the 

‘ Book of the Dead. With his cold, black eyes and new- 
found aggression, Bradshaw has been a force 
unleashed without regard for the well being of his 
opponents. 


ould be wise to use 

‘ir opponents. His best offensive strike 

including clothestines and powerbombs. 

n the ranks, the Texan can absor 

a long of time. figainst quicker foes, 
‘ounded, as an effective aerial attack is 


> dai 4 ary : ry ay 7 
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and N64 Moves ae oe mS ( PN ees BRADSHAW 031 _ 


pet hee 


} Se as. 
Reac dy f.. 4 ‘Sleeper ©: Np punch or right, 


a aoa 3 | punch» 

Fall Away Slam (6): left, down, | ie 

down, DEW Di. Maree se "Schoolboy Pin (4): left, kick or 
| | tight, kick — Bar: : 


dc dee Drop (8): left. ponte eee we 
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or Tight left, | Ground Moves: es Pony 


P me is eat ots “ox or ud ary 4 
7 ett eae. 2 : 


i ee = From Head; Kick To Spine | (6): left, ai. 
): left down, kick or ag, punch | or tight, up, punch — ~~. 


Sg ae eae ‘38 ie ee 


se es ss TT, _ “Coa | 
oS I Ss oi s ee At By <i is 


é t a f Wee | : ie pre. : \ Reming Ovpovtng i ‘a S 
Backbr aker (6): left dou, (See ae 


ene 
| = ee, Tilt A-Whirl Sla 
BaF cS aed ae i 
ingle por @): left, right, eC 
| _ lett, punch — fe Se 
: be s Onground: s 


ae ; 
ie He : 


se a left, Up, kick or 


Sh SNe 
OP ee 


if a | | epg nag should 
ahs =a aN ~ / ie. 7 Tackle bey k 


j Sy Nees » a cee ‘ 
7) up, down, up. ove Bunche x 
down, tleup ; 7 


i; 


| 8 ps | | | Haymaker (4): pan 


s | Kid tn. 


sox 


punch or 


ie 


1 SE We 
“Bradshaw —— 


- kick + tieup sia ye ed 
ioe pt seers 
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GAME tah 


~ Strength: 4 
Height: 6 | Touminess 4 
Weight: 213 pounds Reco is “ 
From: Toronto, Ontario ecovery: | 
Charisma: 2 se 
Finishing Maneuver: The Impaler 
Titles Held: Light Heavyweight Champion 
dat © 
= his 
—— wt. , ; 
» As with'the* st.of.t rood members, Christian’s past is a mys- 


tery. The younger brother of Edge is a former World Wrestling 
Federation Light Heavyweight Champion, and his potential is 

~ immeasurable. A talented high-flyer, Christian continues to amaze 
his peers with his top rope skills. Silent and extremely gifted, the 
superstar is surprisingly lethal in his attack. Driven by an unholy 
anger fueled by the Ministry of Darkness, Christian and his kin- 
dred spirits have vowed a total blood bath for any superstars 
who dare to stand in the way of their gothic mission! 


GAMETIPS: 


Pe je hia. 
rent h disadvantage against many of his 

: ickly damage the biggest of superstars. To harness _ 
C gifts, it’s ise him in t ations with his fellow Brood = 
s! Christian is a pert combatant for esinning players wishing to master a 


ee ae eee 


SX and N64 N Moves - eee enristian | (ll 


“Se ey ‘ 2) 
psec! Moves: pe! Netra oh ‘ _ Ground Moves: : 
a) Se | od 
piel, Impaler Oe up. down, up, From Feet; Leg Grapevine (7): up, fo 

down, kick or down, up, kick # 
‘Fal ling R Reverse | DDT Q): left. right. From Head; Toehold Half Crab (8): 
‘kick eto left, kick Trademark up, down, down, punch or down, :. 
: down, up, punch f 
rier 5): left, 1 ight punch rey! ; 
oe et Running Opponent: r 
Enzigu a Up. dom kick or Spinning Heel Kick (6): kick | 
bor (8): up, down, punch or down, ,, Running Player: _ | ay 
Gol ae Running Head Scissors (8): kick 4a 
Japanese ‘Arm Drag (4): left, Mi ok ( 
down, kick ¢ or Bee clown, kick Turnbuckle Moves: : | 
Opponent Onground; 450 ' 
Splash(9): kick + punch ) 
i Floatover Blivlex ©: left, tieup, OF | 
ht, tleup Opponent Standing; Dropkick (7): i 
RN a ON 7 \ Tieufeelock é 
por ©): left, Ba unehc or 1 right, punch 2 ) 
Corner In Moves: | 
Backbreaker ee eft, kick or right, - $winging DDT (6): up, up, tieup or 
‘Been “NS Sg down, down! ficup p 
. hind! moves: SANA oe Punch: a eee } 
——————- aE nih Bes raat | 
aleek , H A 4 
erman Suplex ( 6): left sie) Grab ead nd Punch ¢ ): punch 
Tt tie 1 | R. We as es re Be Kick: 
aoe mes Le fs on as 4 te arts 
Roll a lett, kick or right, | 2 Jump Kick (4): kick 
Pose: 
“Octopus Hold (5): left, meaner or Edge (0): kick + tieup 
tight, punch — 


Lo GAME STATISTICS 


a "Strength: 6) 
Toughness: 6 
~ Speed: 8 


“ ce 
Height: 6’3" : anane 
Weight: 268 pounds _ an 3 
From: Chicago, IL 


Finishing Maneuver: Sky High 


Career Highlights: European Champion (2) 


You’d belter recognize the talents of D’Lo Brown, as this high- 
flyer is part of the foundation of the future of the World 
Wrestling Federation! Beginning his career in sports-entertain- 

ment in 1996 as a member of the Nation of Domination, this 
superstar came into his own after the faction went their sepa- 
rate ways. With two European Championship reigns topping his 
resume, the superstar claims he became the love of Europe, 

“\. and was even partly responsible for their economic resur- 

‘*; gence! D’Lo is also one of the most skilled high-flyers in the 

sport. His "Sky High" powerbomb followed by the Lo-Down 
frog splash from the top rope is a combination no super- 
star has been able to survive yet. Along with "Sexual 

Chocolate" Mark Henry, the power and high-flying tandem 

is a threat to the Tag Team gold! 


~ 


x PSY ant { N 5 A Moves by D'LO BROWN 035 


0 
Tieup Moves: From Feet; D'Lo Leaf (7): up, down, é 
7 a a kick or down, up, kick 4 
Powerbomb (7): left, up, kick or o 
right, up, kick Behind Moves: i ie 


Fisherman Suplex (5): left, punch —‘ Fall Away Pump Slam (6): left, 
or right, punch tieup or right, tieup 


Backbreaker (4): left, kick or right, | Sleeper (5): left, punch or 
kick right, punch 


esimeescumett i ARP 9 PPO 


Ready Moves: Schoolboy Pin (4): left, kick or 

UN ies. ae right, kick 
Sky High (7): up, down, kick or 

down, up, kick Trademark Running Opponent: 
~Running Powerbomb (8): up, Sky High (9): ticup 

down, up, PUNCH or down, up, ‘ 
down, punch Running Player: 1 


Fall Forward Powerbomb (7): left, | Spinning Heel Kick (6): kick 
ght, kick or right, left, kick 


Turnbuckle Moves: 
isherman’s Suplex (6): left, down, 
ieup or right, down, tieup Opponent Onground; Lo-Down (8): 


tieup + block J 

-Spinebuster (6): up, down, tieup or i 
down, up, tieup Punch: | 
hortarm Clothesline (5): up, Big Windup (4): punch 
own, punch or down, up, punch | 
Kick: 7 

~Snapmare (5): left, down, punch or " 
right, down, punch Godfather Kick (4): kick 
Armdrag (4): up, down, kick or Pose: , 


down, up, kick 

D’lo Brown (0): kick + tieup 
Kneebreaker (4): left, down, kick or 
right, down, kick 


| Ground Moves: 


' From Side; D'Lo Legdrop (8): left, 
left, right, tieup or right, right, left, 
_ tleup 


Ti 4 NS - ee eee 


ae a 


GAME, abe: 


or _Strer Pat as 
.  Toug ~ 9 
Speed: 4 


Height: 64" rite fe 
Weight: 285 pounds = 
From: Shreveport, LA 


sWidely | regarded as one of the toughest-superstars.in 
the sport, "Dr. Death" Steve Williams' fighting reputa- 
tion precedes him wherever he goes! He was a two- 
sport standout with the Oklahoma Sooners, captur- 
“ing dozens of collegiate amateur wrestling titles as 
<f welf'Gs becoming a stand-out on the gridiron under 
former:Dallas Cowboys coach Barry Switzer. After a 
successful career conquering various wrestling 
promotions in Japan, "Dr. Death" debuted in the 
World Wrestling Federation in 1998-and quickly 
became the favorite to win the "Brawl For All" tour- 
nament. However, an injury and loss to Bart Gunn 
cost him a chance at the championship, putting 
Williams on the sidelines for the remainder of the 
year. When the superstar made his return to the 
ring in early 1999, friend and fellow Oklahoma 
native Jim Ross stood by his side. Since that - 
time they have unleashed a wave of destruction 
that will only cease when they 
get what they want? RESPECT ! 


your ur opponent! Williams'rush of 
‘lubbing fists,kicks, clothestines and 

intity! Thanks to his experience in 
superstar can absorb 

ght, "Dr. Death's" running slam 


~ PSX amd N64 Moves 


Ready Moves: 


_ Dr. Bomb (9): up, down, up, tieup 
or down, up, down, tieup 


_ Running Powerslam (9): left, right, 
_ down, tieup or right, left, down, 

- tieup 

Press Slam (7): left, up, kick or 
right, up, kick 

punch or right, left, punch 


or down, up, kick 


Japanese Arm Drag (4): left, 
down, kick or right, down, kick 


Tieup Moves: 


Hanging Vertical Suplex (8): left, 
ght, punch or right, left, punch 


Piledriver (6): left, tieup or right, 
tieup 


_ Samoan Drop (5): leff, punch or 
~ right, punch 


~ Side Backbreaker (4): left, kick or 
right, kick 


T-Bone Suplex (7): left, up, kick or 
right, up, kick 


Behind Moves: 


High Angle Back Drop (8): left, 
right, puNch or right, left, bunch 


_ Shortarm Clothesline (5): left, right, 


Fireman’s Carry (4): up, down, kick 


STEVE WILLIAMS 037 


Ground Moves: 


From Feet; Splash (6): left, right, 
ticup or right, left, tieup 


From Side; Knee Drop (5): up, 
down, tieup or down, up, tieup 


From Feet; Half Crab (7): up, 
down, kick or down, up, kick 


From Head; Reverse Chinlock (5): 
left, down, punch or right, down, 
punch 


Running Opponent: 


Sidewalk Slam (6): ticup 


Turnbuckle Moves: 


Opponent Onground; Senton 
Bomb (6): punch + tieup 


Corner In Moves: 


Turnback Stampede (7): up, down, 


kick or down, up, kick Trademark 
Punch: 

Haymaker (4): punch 

Kick: 

Mafia Kick (4): kick 

Pose: 


Dr. Death Run in Place (0): kick + 
tieup 
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GAMESTATISTICS 
Fe ord SRST ES 


Ee _ Strength: 5 a 


_ Toughness: 7 


Height: 6’3" 
Weight: 270 pounds 
From: Mays Landing, NJ 


ae 
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per * 

peataeatioes. piercings and outlandish haircuts, no other 

_ Superstar_in.the sanks of the World Wrestling Federation exempli- 
fies freedom of expression like Droz. A former college football 
standout at the University of Maryland, this New Jersey native 
-went on to play professional gridiron with the Denver Broncos 
where he gained notoriety for vomiting on the field—and oppos- 
ing players! After finding a home in the Federation, Droz not only 
befriended the Legion of Doom, but eventually became the key to 
their downfall. Now as nasty as he wants to be, this superstar not 
only questions authority...but ignores it. In his spare time, Droz 


_ enjoys hunting and fishing—when he often likes to eat raw deer 
_ hearts and swallow minnows! 


SASF SS 
wy =S . 


KS 


one of the toughest combatants 
im to attack in short, 


PSX and N64 Moves 


Ready Moves: 


_ Seated Crucifix Drop (8): left, right, 


: left, punch or right, left, right, punch 


: Fall Away Slam (6): up, down, 
- tieup or down, up, tieup 


_ Double Underhook Suplex (6): left, 


down, tieup or right, down, tieup 
Trademark 


_ Gorilla Press Slam (9): left, right, 
left, tieup or right, left, right, tieup 


 Neckbreaker (5): left, up, punch or 
right, up, punch 


Tieup Moves: 


owerbomb (7): left, down, kick or 
right, down, kick 


Front Suplex (6): left, tieup or right, 
Tieup 


_ Shoulderbreaker (5): left, punch or 
right, punch 


Armbar (4): left, kick or right, kick 


New Jersey Naptime (8): left, right. 
ounch or right, left, punch 


- Behind Moves: 


_ Neckbreaker (5): left, punch or 
fight, punch 


~ Schoolboy Pin (4): left, kick or right, 


Ground Moves: 


From Feet; Wishbone Legsplitter 
(5): left, right, kick or right, left, kick 


From Feet; Surfboard (7): up, 
down, kick or down, up, kick 


From Head; Scissored Armbar (6): 
up, down, punch or down, up, 
punch 


Running Opponent: 


Power Slam (8): ticeup 
Running Player: 


Flying Back Elbow (7): ticup 


Corner In Moves: 


Charging Shoulder (4): up, up, kick 
or down, down, kick 


Overhead Press (5): up, up, puNCh 
or down, down, punch 


ANO HAaLdVHO 
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Postage 


os STATISTICS 


Height: 6'2" : ca f 
Weight: 240 pounds ae afl ) re : 


From: Toronto, Ontario | 


*.« Finishing Maneuver: Downward Spiral 


7 ge % 
4 <: F: . hw 
ae 


iWhen Edge aligned himself with Gangrel* and younger 
istian he set in motion an unholy alliance, 
whieh would’ come to be known as the Brood. With his 
past still a question, many wonder why this superstar 
- would choose to follow Gangrel, the superstar who once 
~ tried to end his career! Seemingly tormented by some 
_kind of inner madness, Edge chooses fo exist within 
the dark underworld of the goth lifestyle. Couple this 
with his devotion to the Undertaker’s Ministry of 
Darkness, and Edge’s downward spiral into a hellish 
fate grows deeper! With the Brood threatening to envelop the 
Federation in an all-out blood bath, can anyone stop these 
mm demonic menaces? 


oe. ae SQ & 


an N64 Moves 


J jet 


ia 


a Srucifix ioe or Lan yb: 


up, kick — a fot 
Me tis bath ORES 


° Mt, up, mel 


A 
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Tieup Moves: 


Front Suplex (6): left, teu or right, 
fieup 


DDT (5): left, punch or tight, ne 


Neckbreaker (4): St: kick or right, 
kick» 


Behind Moves: Sac 


Iiemic Drop (5): left, he or 
right, punch 


Rolling Prawn Hold (4): left, kick or 
fight, kick 
Be 


Dragon Suplex (8): left, down, 
punch or right, down, punch 
Trademark 


ge VE, VY v 1, ki hor 
- J iy , a. Th * 
ly aE re Ta: 


&%, Running 9 Player, 


Sleeping Neckbreaker (6): le 
re or right, tieup » 


| Ground Moves: 


From Side; Splash (7): left, right, 


J tour or right, left, tieup 


“From Feet; Elevated Crab (9): le 


kick or tight, gee kick or right, left, aN 
area ick 


> 


s ‘gi Arm DoT ©): left, uc up, punch from Head: Leglock Chokehold 
‘Gis 


©): le le eft, down, | Pug) or right, 
wn, Shee hay A 


es 


Running g Head Scissors (6): kick 


. 


Celestial Splash (8): block 


\ Turnbuekle Moves: - 


Standing Body Press (7): kick + 
block | 


*Gangrel created by White Wolf, Inc. Gangrel is a trademark of White Wolf, Inc. 
All Rights Reserved. 


ANO HA1LdVHO 


As.a follower in the Undertaker’s Ministry of Darkness, Faarooq 
« has grown stronger thanks to the demonic doctrines of the 
Phenom. Alongside his Acolyte partner Bradshaw, these two 
superstars are pure destruction in the squared circle. A former 
= gridiron legend at Florida State University, Faarooq is one of two 
} a -players—Deion Sanders being the other—to have their jerseys 
=~ retired at the school. After attaining status as the first Black 
Heavyweight Champion in the sport, Faarooq set his goals on 
» conquering the World Wrestling Federation in 1996. As the 
founder of the Nation of Domination, he molded the group into 
_ one.of the most powerful factions in Federation history before 
ae joini forces with Bradshaw. Under the Undertaker, this superb 
sfe-invented his career and is now more dangerous 


= ae 


a has: 
_.«than ever! . ie 


P 


i 
1 


eke Moves: 
Fall Pacey Pump Slam (7): up, 
_ down, ‘kick or gowny up, kick 


r (9): oft, gat down, as - German Suplex (6): left, tieup or 
y ae e 7 on tieup_ aa 
ti ole kPa ee oat aie a : var 


vance ee ‘ 


; ry 
Ip, d down, oe: or Ground Moves: _ 


Ea, From Feet: Wishbone Legsplitter 
i: “ (6): left, tight, kick or right, left, kick 
1) ai +4 ek: tania 

| From Ho Painkiller ©): UD, 
Seen ol h r down, up, punch 


Cs ae 


ae 


+--+ 


eS a < (ae 
9 Av a Scat i. 

‘ee Boot To Face (5): ‘kick 
: , oe Peet, nee ae 
ee uN Wilk, e ee 
oe Turnbuckle Moves: 

ee a OR f 

4 A ‘t A 


47 an 


"Shoulder Tackle ( ©: punch + tieup 


Picton (8): up, ait. \ Ne ’ ; } a ie me, hak ¥. yr 
nor oe) UP» pune. oe et 
es ae Lian i Bee 


Slam (7): left down, kok eu Re a 


wn, eS, - ee gen let. Ronan 
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Height: 6’2" 
Weight: 250 pounds 
From: Unknown 


Finishing Maneuver: Sky High 


as Mee 
; 


*~ 
vy? * 3 . 
7°; thetapparent leader of the Brood, Gangrel is one of the 
~ most macabre superstars in World Wrestling Federation 
history. Emerging from a ring of fire prior to each bout, his 
bizarre.entrance culminates in a bizarre ceremony in 
which the superstar spits a red, viscous liquid into the air! 
His quest is driven by a force few can understand-a 
power that recently unleashed a blood bath in the ranks. 
Along with Edge and Christian, the trio’s past is a mys- 
tery that has yet to._unfold. As a follower in the 

Undertaker’s Ministry of Darkness, Gangrel and his 

*\,. comrades are bent on shrouding the Federation in 
the eternal darkness of their gothic lifestyle! 


— 


PSX and NG4 Moves oon 


(2) 
Ready Moves: Rolling Prawn Hold (4): left, kick or é 
right, kick m 
Giant DDT (7): up, down, kick or 3 
down, up, kick m ) 
. Ground Moves: 
‘Side Belly to Belly Suplex (6): left, 
fight, ticup or right, left, tieup From Feet; Elevated Crab (9): left, . 
@ | right, right, kick or right, left, left, kick ; 
Snapmare (5): up, down, punchor t 
down, up, punch From Head; Toehold Half Crab (8): - 
up, down, up, punch, or down, up, i 
_ Crucifix (4): left, up, kick or right, § down, punch | 
- up, kick s 
: Turnbuckle Moves: . 
Overhead Belly Suplex (7): left. | . 


~ down, kick or right, down, kick Opponent Onground; Kamikazi 
» 2 Headbutt (6): punch + tieup 
> Tieup Moves: 


: 
s 
. Opponent Standing; Dropkick (6): ‘ 
Floatover Suplex (6): left, fiecup or punch + Hew af 
right, tieup Trademark 
Corner In Mavess t 
Powerbomb (8): left, left, down, | 
punch or right, right, down, punch Tree Of Woe (5): up, up, punch or 
down, down, punch 
T-Bone Suplex (7): left, up, kick or re 
right, up, kick 


Fisherman Suplex (5): left, punch 
or right, punch pe 


 Chestbreaker (4): left, kick or right. 
kick 


H Behind Moves: 


Reverse Vertical Suplex (7): up, 
down, kick or down, up, kick 


A Nyy EUR 
a see aa 


Sleeping Neckbreaker (6): left, 
tieup or right, tieup 


Neckbreaker (5): left, punch or . 
right, punch 


*Gangrel created by White Wolf, Inc. Gangrel is a trademark of White Wolf, Inc 
All Rights Reserved. 


Height: 6'6" 
Weight: 320 pounds 

From: New York, New York 

Favorite Quote: "Pimpin' Ain't Easy!" 


Finishing Move: The Pimp Drop 


hd s 
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Fein iapay: and neither is the Godfather! Since returning to 
‘his roots as | a."pla "New York City's own has become one of 
the most popular ton | in the World Wrestling Federation. On 
any given night, opponents may find themselves on the receiving 
end of a very generous offer—battle the Godfather or take home 
three of his finest ladies! The smart ones choose the latter, while 
an unfortunate few opt to take a beating from the superstar. In 
addition to his love of women, the Godfather is also a talented 
ring technician who is trained in the art of no-holds-barred fight- 
ing. With his size and strength, many sports-entertainment afi- 
cionados claim it is only a matter of time before he captures 
Federation gold! In the meantime, the Godfather is more than 
happy to.remain the conductor of the world's biggest "ho" train! 
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From Head; Camel Clutch (7): lett, 


Running Opponent: 


Corner In Moves: i 


GODFATHER 047 


Atomic Drop (5): left, punch or 
right, punch 


a 
Ls 
) 
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Schoolboy Pin (4): left, kick or right, 


2 : 


Ground Moves: 


From Feet; Stepover Toehold (7): 
left, own, kick or fom down, kick 


down, punch or right, down, punch 


> 


Boot To Face (5): kick — 


Choke With Boot (4): up, kick 


Ho Train (7): left, down, kick or — 
right, down, kick Trademark 


Running Vader Splash (4): kick 


Height: 6’6" 
Weight: 260 pounds 

_._. From: Hollywood, CA 
, Title Held: Intercontinental Championship 
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al What twists and turns will the adileriradveriute epic known as " 
‘the Goldust Show" take next? Only Goldust knows for sure, as he 
"nated writing the script! His blockbuster career began in 
the Wor 9 Federation in 1995, where he portrayed 
the classic Ho ywood villain. Since that time, he has 
shocked and amazed us...making us cry one minute and 
laugh the next. Simply put, the fans are his unwitting 
} viewing audience, and he relishes in knowing he can 
pull their strings! A long list of co-stars have also made 
cameos in his longstanding trilogy—from Razor 
Ramon—from whom he claimed the Intercontinental 
Title at the 1996 Royal Rumble; to his estranged wife 
= -y@ Terri Runnels; as well as Al Snow and the Blue Meanie. 
“ i¢ However, he claims his greatest performance has yet to 
be revealed, and many are left wondering how this 
i bizarre saga will unfold! 
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| Ready Moves: 


_ Chin Crusher (5): left, down, punch 
or right, down, punch 


Leg Scissor Stomp (4): up, down, 
KICK or down, up, kick 


-Shoulderbreaker (7): left, down, 
kick or right, down, kick 


Front Backbreaker (6): up, down, 
_ tieup or down, up, tieup- 


'Shortarm Clothesline (5): up, 
~down, punch or down, up, punch 


Sidewalk Slam (7): left, right, kick 
or right, left, kick 


Tieup Moves: 
Bulldog (6): left, ticup or right, tieup 


“Inverted Atomic Drop (5): left. 
punch or right, punch 


-Neckbreaker (4): left, kick or right. 
kick 


Behind Moves: 


Bulldog (6): left, tieup or right, tieup 


Schoolboy Pin (4): left, kick or right, 
kick 


Sleeper (5): left, punch or right, 
punch 


3 
—- a rs 


Ground Moves: 


From Side; Spinning Splash (8): 
left, down, tieup or right, down, 
tieup 


From Feet; Headbutt To Groin (5): 
left, right, kick or right, left, kick 


From Head; Stump Puller (6): left, 
down, punch or right, down, punch 


Running Opponent: 


Spinebuster (9): ficup 
Turnbuckle: 


Opponent Onground; Butt Drop 
(7): kick + block 


Opponent Standing; Flying Butt 
Bump (8): ticup + block 


Corner In Moves: 


Shattered Dreams (6): left, right. 
punch or right, left, punch 
Trademark 


Running Butt Bump (4): kick 
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STATISTICS 


. : 


Height: 6'1" Ses ata bo 
| Weight: 230 pounds _ Charisma: re 
e.» From: Nashville, Tennessee 


Favorite Quote: "Don't Piss Me Off!" 


Finishing Move: Figure=Four Leglock 
_ .» Titles Held: intercontinental Championship, 
+ « Tag Team Championship ; 


- ~”* 
Editing aside his neon cowboy hat and couniry-western per- 
na, dett Jaitelt realized what kind of "Attitude" it took to suc- 
ceed in the World Wrestling Federation. Following his return to 
the Federation in 1997 this former Intercontinental Champion 
reunited with longtime associate Debra, adding yet another 
weapon fo his in-ring arsenal. Thanks to Debra, no opponent 
can keep his eyes off the blonde beauty! In 1998, Jarrett 
found a tag team pariner in Owen Hart after the two were 
revealed to be under the guise of the Blue Blazer—and quick- 
ly rose up the tag team ranks to defeat the Big Boss Man and 
~<= 4, Ken Shamrock for the Tag Team Championship! Opponents 
/—-=\ who make the mistake of pissing off the Nashville native 
could face vengeance in the form of his guitar, which Je 
often smashes over his foe’s head! 
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Mark Henify’s @.| @ lover, not a fighter. He’s."Sexual_Chocolate" and 
‘proud -of if! Since discovering his newfound charisma, Henry has 
become every woman’s fantasy and every man’s jealousy. Time 
et! again, he’s proven "Sexual Chocolate" melts in your 
“mouth... not in your,hands. This former Olympian made his World 
- wréstling- Federation debut in 1996, and soon found a comfort- 
able home in the Nation. When the faction finally split, Henry 
and close friend D’Lo Brown pooled their talents, becoming one 
of the top tandems in the Federation! However, it was Henry’s 
sexual exploits that garnered him a share of the spotlight when 
he thought he had won over the heart of Chyna. Unfortunately, it 
‘was all a trick by the Ninth Wonder of the World—but Henry 
quickly rebounded with a new interest in Ivory. Since then the 
superstar has become the perfect lover—proving he’s just like 
milk...he does all the ladies’ bodies good! 


Ready M Moves: 


Press Slam (8): up, down, 
J ‘down, up, down, 
7 

aw XS 


oh down, punch 


Spinebuster (8): left, Up, punch or 
right, py /punch — i 


Tieup Moves: 


j Banging Vertical Suplex (8): left 
up, punch or right, up, punch 


Side Belly To Belly Suplex (6): left 
tieup or right, tieup 


- Shoulderbreaker (5): left, punch or 


Backbreaker (4): left, kick or right, 
kick © 


Behind Moves: 


Full Nelson Slam (6): left, tieup or 
right, tieup 


MARK HENRY 053 __ 


Atomic Drop (5): left, punch or 
right, punch 


Schoolboy Pin (4): left, kick or 
right, kick 


Ground Moves: 


From Side; Death From Above (9): 
left, right, up, bao or ior left, Up, 
tieup af 
From Feet; Half Crab (7): up, 
down, kick or down, Fe. kick 


From Head; Squeeze Head (7): UD, 


down, punch, or down, up, posites 


Running Opponent: es 
a? a re 
Press Slam (9): tieup — ue a sah 


Corner In Moves: 


Belly To Belly Suplex (6): up, Up, 
tieup or down, down, tieup 


Running Vader Splash (4): kick 
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Tougher than leather and harder than nails, Road Dogg Jesse 

“! James can take any punishment and give it back tenfold! A 

_ United Stafes Marine Corps standout who served on the front 

r SOO eal Wap ane superstar knows what survival is all 
Gbout! As‘a'member of the most controversial group in World 
Wrestling Federation history, D-Generation X, the D-O-Double G 
and partner "Badd Ass" Billy Gunn combine to form three-time 
tag team champions the New Age Outlaws. In the singles ranks 
Road Dogg is one of the top hardcore athletes in the sport, a 
reputation that helped earn him the Hardcore Championship 
from the Big Boss Man in 1998. During his reign, Jesse competed 
against the likes of Mankind and Al Snow—contests that James 
helped establish as hardcore classics! 
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Ground Moves: 


2: up, down, punch ¢ or From Side; Crawiegs Kneedrop 
Berg ERY (7): left, right, tieup or right, left, 
ee pale Trademark 
font i tieup or right, yar ea fe 
a Faerie From Feet; Texas Cloverleaf (8): 
ee | : left, right, left, kick or right, left, right, 
or left ight Me or kick mab 
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mstrong (y): left, Pant 


Height: 6’1" 
¥ Weight: 245 pounds 
ms From: The Mosh Pits of New Jersey 


Finishing Move: The Mosh Pit 
.._litles Held: Federation Tag Team Championship 


‘ 
22 


* Po ™ 


TAs" e-half of the most rebellious tandem in the sport, many 
© Worl Wrésfling Federation fans are shocked to learn that Mosh 
is a college graduate with a teaching degree. Thanks to hours of 
punishment in the pits of various heavy-metal concerts, the once 
normal Mosh was transformed into a living, breathing example 
-of youth gone astray in America! The duo entered the Federation 
in 1997 and has steadily climbed their way up through the ranks 
to become of the top tandems in the sport. Currently, they hold 
the distinction of being the only duo in the history of sports- 
entertainment to hold three different tag team titles—the 
Federation, the NWA and the "Tag Team Championship of the 
Universe." 


Ready Moves: 
Fall Forward Powerbomb (8): left, 


up, right, Punch or right, up, right, 
punch 


Chin Crusher (5): up, down, punch 
or down, up, punch 


Gutwrench Suplex Butt (6): left, 
right, tieup or right, left, tieup 


Single Arm DDT (5): left, right, 
punch or right, left, Ounch 


Headlock Takedown (4): left, up, 
kick or right, up, kick 


Tieup Moves: 


~Powerbomb (6): left, tieup or right, 
tieup 


‘Inverted Atomic Drop (5): left, 
punch or right, punch 


DDT (4): left, kick or right, kick 
Behind Moves: 


everse Brainbuster (9): left, up, 
_tieup or right, up, tieup 


Reverse Vertical Suplex (6): leff, 
tieup or right, tieup 


_ Neckbreaker (5): left, punch or 
right, punch 


Schoolboy Pin (4): left, kick or 
right, kick 


SS ie adil ;- _ Faceted “ak 


Ground Moves: 


From Side; Spinning Armhold (7): 
left, right, tieup or right, left, tieup 


From Feet; Surfboard (6): up, 
down, kick or down, up, kick 


From Head; Toehold Half Crab (8): 


up, down, up, Punch or down, up, 
down, punch 


Running Opponent: 


Flapjack (7): tieup 


Turnbuckle Moves: 


Opponent Onground; The Mosh Pit 
(9): kick + punch 


Opponent Standing; Hurricanrana 
(7): kick + block 


Corner In Moves: 


Turnpost Slam (5): up, up, punch 
or down, down, punch 


Running Butt Bump (4): kick 
Trademark 
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As one-half of the Headbangers, Thrasher is the high-flyer of 
the heavy-metal tandem. Following the start of a singles 
4, @\ | career in the early 90s, the superstar helped train his tag 
\¥\¢) team partner Mosh! Realizing they clicked on all cylinders 
>| as a duo, the Headbangers eventually broke into the 
World Wrestling Federation in 1997, and pulled off a 
major victory at WrestleMania 13 by winning a four- 
team elimination bout. Later that year, Mosh and 
.. J Thrasher would realize their dream of claiming the 
pee Federation Tag Team Championship! In the months 
that followed, Thrasher joined his partner in capturing the 
NWA Tag Team gold as well as becoming the self-proclaimed. 
"Tag Team Champions of the Universe." 
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Height: 5’10" 
Weight: 213 pounds 
From: Memphis, Tennessee 


"28 Finishing Move: The Tennessee Jam 


“As tte "alleged son of Jerry Lawler, "Too Sexy" Brian 
Christopher is one of the most gifted—and annoying— 
superstars in the World Wrestling Federation! After making 
- his debut in 1997, the Memphis native became a top con- 
/} tender for the Light Heavyweight Title before turning his 
attention to the tag team ranks. Alongside "Too Much" 
partner "Too Hot" Scott Taylor, the duo goes to great 
lengths to nauseate their opponents in the squared circle 
by constantly expressing their platonic love for each other. Often 
_at.a size disadvantage against their enemies, "Too Much" make 
is up for the difference in their speed and teamwork. 
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Behind Moves: . ve 


‘Front Russian Legsweep (5): le 
“punch or right, punch — ee 


Dragon Suplex (8): up, down, 
punch or down, Up, punch 


Victory Roll (4): 
kick 


“Bridging German Suplex (6): le 
tieup or right, tieup 


Crucifix Drop oy: oy: down, kick or From Side; Leg Bien (6): le 


‘DDT or: left, t punch | or right punch a 


Neckbreaker (2): left, kick ¢ or ight he 


Ground Moves: 


down, tieup or right, down, hi 


ror Feet; Headbutt To Groin (6): 
lett, down, kick or uci glove kick 
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_« A former member of DX and the back-up muscle for Team 
Corporate, Chyna is a female combatant who can match size 
and strength with many male counterparts in the World 
Wrestling Federation. A former fitness competitor and fully 
licensed boxer, the superstar is experienced in several forms of 
-hand-to-hand combat. Entering the Federation in 1997, Chyna 
‘was the bodyguard for Triple H—and later became the cohesive 

* force behind D-Generation X. However, her appetite for the spot- 
light would eventually overshadow her loyalty to the controver- 
sial faction. Following a generous offer from Mr. McMahon, the 
Ninth Wonder of the World turned her back on DX...mowing 
down Triple H in the process! As a member of Team Corporate, 

a is hell-bent on not only annihilating anyone who gets in 
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beauty who packs both brains and brawn! A former model, 
‘fie “year in the ranks saw a whirlwind romance with for- 
mer Inteseontinental Champion Marc Mero. However, after 
their relationship soured, the two went their separate ways— 
with Sable more than willing to defend herself! In November 
1998, the beauty won the Federation Women’s Championship 
--from Jacqueline at the Survivor Series and went on to 
- engage in a bitter feud with the maniacal Luna. As one of 
the hottest commodities in the Federation, Sable has not only 
attracted the attention of fans, but Playboy magazine as 
well! To her credit, the vixen recently appeared on the 
cover of the publication—a testament to her true influ- 
ence in the world of sports-entertainment. 


065. 


Ready Moves: From Feet; Leg Grapevine (7): left, 
right, kick or right, left, kick 


Hairgrab Takeover (4): left, right, 
kick or right, left, kick From Head; Leglock Chokehold 
(7): left, right, punch, or right, left, 

_ Hurricanrana (6): up, down, tieup = punch 
or down, up, tieup 


ANO HA1LdVHO 


Running Opponent: 


Snapmare (5): left, down, punch or 
right, down, punch High Leg Clothesline (6): kick 


> keer: a 


Flying Headscissors (5): left, right, | Running Player: 
punch or right, left, punch Ch eee 
Cross Body Block (8): kick 
Drop Toehold (4): up, down, kick or 
down, up, kick Turnbuckle Moves: 


Tieup Moves: Opponent Onground; Splash (8): 
tieup + block 


Bulldog (6): left, tieup or right. tieup 

Opponent Standing; Body Press | 
Three Knee Combo (5): left, punch = (9): kick + punch : 
or right, punch 
| Corner in Moves: 
Leg Stretch (4): left, kick or right, 
kick Sablecanrana (7): up, down, kick | 
| or down, up, kick Trademark 
_Sablebomb (7): up, down, kick or 
~ down, up, kick 


Behind Moves: 
Bulldog (6): left, tieup or right, tieup 


Russian Leg Sweep (5): left, punch 
or right, punch 


Victory Roll (4): left, kick or right, 
kick 


Ground Moves: 


From Side; Splash (7): left, right. 
tieup, or right, left, tieup 


oN 


Tacenelne ee is one 


restling Federation Women’s Champion, 
the most distinguished female combatants in 


_, the sport. In her early days, she made a name for herself in sever- 
4, al independent wrestling promotions in Texas—often beating her 
male Counterparts in the process! Years later, after the break-up of 


Sable and Marc Mero, the "Marvelous One" revealed Jacqueline 
as his new love interest—and immediately unleashed her in an 
attempt to humiliate the blonde beauty. In a subsequent bout to 
determine a new Federation Women’s Champion, Jacqueline 
upended her nemesis for the gold—a victory that drove Sable to 
dedicate herself to mastering mat warfare. Although Sable would 
claim the gold at their Survivor Series re-match, Jacqueline would 
go on to form a bond with Terri Runnels...dubbing themselves 
P.M.S. Together, these pretty mean sisters have vowed to make | 
every male superstar’s life a living hell! 
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Ready Moves: 


Hairgrab Takeover (4): left, down, 
kick or right, down, kick 


DDT (6): left, right, tieup or right, 
left, tieup 


Flying Headscissors (5): left, up, 
punch or right, up, Punch 


. Tie Up Moves: 


Bulldog (6): left, tieup or right, tieup 


Three Knee Combo (5): left, punch 
or right, punch 


Leg Stretch (4): left, kick or right, 
kick 


Piledriver (9): up, down, down, 
tieup or down, up, up, tieup 


ehind Moves: 
ulldog (6): left, tieup or right, tieup 


Atomic Drop (5): left, punch or right, 
punch 


Low Blow (4): left, kick or right, kick 
Ground Moves: 


Side Splash (7): up, down, ticup or 
down, up, tieup 


From Feet; Figure Four Leglock (8): 
left, right, up, kick or right, left, up, 
kick Trademark 


From Feet; Headbutt To Groin (6): 
up, down, kick or down, up, kick 


— —e 


Running Opponent: 


Pose q 


From Head; Leglock Chokehold 
(7): up, down, punch or down, up, 
punch 
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Spinning Heel Kick (8): kick 
Running Player: 


Tackle With Punches (8): kick 


Turnbuckle Moves: 


Opponent Onground; Kamikazi 
Headbutt (6): punch + ticup 


Opponent Standing; Shoulder 
Tackle (7): kick + block 


Punch 


European Uppercut (4): punch 


Sable (0): kick + fieup fi 


You never tie decires could wrestle, did you? 
"Well, neither did he! Due ‘to the fact the rotund 
< ger has never competed in a match in 
—>—=hi8-life; we're-guessing his best strategy is 
to...RUN!!! (Keep in mind...he’ll probably only 
~. ~get about three feet before he runs out of 
-"» breath, so you better have a backup plan.) If 
dee Somehow the enemy trips and falls—hopefully 
_ knocking himself out—you might want to try a 
big splash with Bearer for the win. 


GAME STATISTICS 


Ready Moves: 


Bearhug (5): left, right, punch or 
right, leff, punch 
Trademark 


Hairgrab Takeover (4): left, right, 
kick or right, left, kick 


Fall Forward Slam (5): left, down, 
punch or right, down, punch 


DDT (6): left, down, ticup or right, 
down, tieup 


Side Belly to Belly Suplex (6): up, 
down, tieup, or down, up, tieup 


Tieup Moves: 


Piledriver (9): left, right, up, tieup or 
right, leff, up, tieup 


Side Belly to Belly Suplex (6): left, 
tieup or right, tieup 


DDT (5): left, punch or right, punch 


Chestbreaker (4): left, kick or right, 
_ kick 


Behind Moves: 
Low Blow (4): left, kick or right, kick 


Sleeper (5): left, punch or right, 
punch 


Reverse DDT (6): left, ticup or right, 
tieup 


Opponent Standing; Body Press 


PAUL BEARER 069 


Ground Moves: 


From Side; Splash (7): up, down, 
tieup, or down, up, tieup 

From Feet; Spinning Toehold (8): 
up, down, up, kick or down, up, 
down, kick 
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From Head; Squeeze Head (7): up, 
down, punch, or down, up, punch 


2 
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Running Opponent: 


Cross Body Block (5): kick 


Turnbuckle Moves: 


Opponent Onground; Buffet Buster 
(8): tieup + block 


(8): ticup + block 


Corner In Moves: 


Swinging DDT(7): up, down, kick, or 
down, up, kick 


Pose : 


Bearer Jiggle (9): kick + tieup 
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Height: 6'1" 
Weight: 227 pounds 
- From: San fintonio, Texas 
Favorite Quote: "I'm the 'Showstoppa’, 
the Main Event, the ICON!" 
Finishing Move: Sweet Chin Music 


Titles Held: World Wrestling Federation 
Grand Slam Champion 


‘ re av) 


i gihing Shawn’s ability won’t allow him to do in the 
ndous high-flying ability to a top-notch 
. tina repens is a master of every wrestling style. 
Players will find that his finisher, the devastating Sweet Chin 
Music, can down any opponent for the 1-2-3. The only set up 
HBK needs to administer the assault is to stun a foe for more 
~ than a few seconds! Thanks to his ring veteranship, Shawn is 


also skilled at countering any hold. To increase the chance 
of victory, try utilizing his top-rope elbowdrop as well! 
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Ready Moves: Ground Moves: 


sweet Chin Music (7): left, right, From Side; Elbow Drop Onto Arm 
kick or right, left, kick (6): left, down, tieup or right, down, 
tieup 
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HurricanRana (6): up, down, tieup 
or down, up, tieup Trademark From Side; Spinning Armhold (7): 

7 left, up, tieup or right, up, Tieup 

Flying Headscissors (5): left, up, 

punch or right, up, puNch From Feet; Figure Four Leglock (7): 
left, down, kick or right, down, kick 

Snapmare (5): left, down, punch or 

right, down, punch From Head; Leglock Chokehold 
(7): left, down, punch or right, 

Drop Toehold (4): up, down, kick, down, punch 

or down, up, kick 

Running Opponent: 

Crucifix (4): left, up, kick or right, Lisi  s 

up, kick Drop Toehold (6): kick 


Tieup Moves: Running Player: 


Northern Lights Suplex (6): left, Running Head Scissors (8): kick 
—tieup or right, tieup 
2 Turnbuckle Moves: 
Fisherman’s Suplex (5): left, punch 
or right, punch Onground Shootingstar Press (8): 
tieup + block 
_Chestbreaker (4): left, kick or right, 
kick Standing Sky Twister Press (9): 
block 


Behind Moves: 

Tein oe ae Corner In Moves: 

Bridging German Suplex (6): |e, =o —_—_———~ 

tieup or right, tieup Flying Headscissors (5): up, up, 
punch or down, down, punch 

Behind Sleeper (5): left, bunch or 

right, Punch Punch: 


Victory Roll (4): left, kick or right, Grab Head and Punch (4): punch 
kick | 
Pose: . 


Blowing You Off (0): kick + tieup 
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_ setry’ Wicr's winning strategy is to down opponents with a pun- 
* ishing ound-based attack and then annihilate them with a 
series of power maneuvers. A good formula to incorporate when 
using "The King" is to concentrate his aggression on the foe’s 
upper body and head—softening him up for the Piledriver. A 
variety of clotheslines, neckbreakers and DDTs can help Lawler 
accomplish the victory! 
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Ready Moves: 


Hairgrab Takeover (4): up, down, 
kick or down, up, kick 


Chin Crusher (5): left, down, punch 


 , right, down, punch 


Snapmare (5): left, up, punch or 
right, up, PUNCH 


Spinning Neck Breaker (6): left, 
right, tieup or right, left, tieup 


Tieup Moves: 


Piledriver(8): left, up, punch or 
right, up, punch 


Big Head Punch (7): left, right, kick 
or right, left, kick Trademark 


Overhead Belly to Belly Suplex 
(6): left, tieup or right, teup 


Inverted Atomic Drop (5): left, 
punch or right, punch 


Backbreaker (4): left, kick or right, 
_ kick 


Behind Moves: 


Bulldog (6): left, ticup or right, tieup 


Sleeper (5): left, punch or right, 
punch 


Ab Stretch (4): left, kick or right, 
kick 


Ground Moves: 


Turnbuckle: 


Corner In Moves: 


JERRY LAWLER 073. 


From Side; Mount Punches (7): left, 
right, tieup or right, left, tieup 
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From Feet; Surfboard (7): left, right, 
kick or right, left, kick 


From Head; Camel Clutch (8): left, 
right, down, punch or right, left, 
down, punch 


Running Opponent: 


Power Slam (9): fieup 


Running Player: 


Cross Body Block (8): ticup 


Opponent Onground; Fist Drop 
(7): kick + block 


Belly to Belly Suplex (6): up, up, 
tieup or down, down, tieup 


: Ee. = 
~ eee ~ Charisma: 6 
Weight: 350 pounds ep 


From: The Oddities 


Finishing Move: Kurrgan Shuffle 


A ~ 


Once a quiet and uncontrollable superstar, the massive 
carrgan has not only found his inner self, but also a 
i} home in the fun-loving group known as the Oddities. 
“Weighirigtin: at 350 pounds and measuring seven feet 
| tall, the giant is one of the most imposing athletes in 
the sport. Along with Golga and the Giant Silva, 
Kurrgan rounds out one of the most physically 
destructive threesomes in World Wrestling Federation 
history. Aside from his in-ring ability, Kurrgan has also 
shown himself to be quite a singer and a snazzy 
dresser to boot! In recent months, the superstar has 
developed under the tutelage of Hall of Famer 
George "The Animal" Steele who, despite his unpre- 
dictable ways, has taken the Oddities under his 
- wing. With the original Federation "freak" paving the 
way for Kurrgan, few will be able to stop this mon- 
ster! 
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Ready Moves: 


Chokeslam Normal (8): left, right, 
_ up, punch or right, left, up, DuNCh 
Trademark 


Fall Forward Slam (6): up, down, 
ticup or down, up, tieup 


Throat Toss (7): left, right, kick or 
right, leff, kick 


Shortarm Clothesline (5): left, right, 
-punch or right, left, punch 


Knee To Face (4): left, down, kick 
or right, down, kick 


Tieup Moves: 


Powerbomb (7): left, up, kick or 
right, up, kick 


Side Belly to Belly Suplex (6): left, 
tieup or right, tieup 


Inverted Atomic Drop (5): left, 
punch or right, punch 


Chestbreaker (4): left, kick or right, 
kick 


Kurrgan Shuffle (8): up, down, 
ounch or down, up, punch 


Behind Moves: 


Full Nelson Slam (6): left, tieup or 
right, tieup 


Russian Leg Sweep (5): left, punch 
or right, punch 


KURRGAN 075— 


Atomic Drop (4): left, kick or right, 
kick 


Ground Moves: 


Feet Elevated Crab (8): left, right, 
down, kick or right, left, down, kick 


Head Squeeze Head (7): left, right. 
ounch or right, left, punch 


Running Opponent: 


Power Slam (9): tieup 


Boot To Face (6): kick 


Corner In Moves: 


Belly to Belly Suplex (7): up, down, 
punch or down, up, punch 
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GAME STATISTICS 
. yi Shaheen om 
ee ae "Strength: 6 
| _ Toughness: 5 
rie ‘Speed:6 
Height: 6’1" ~Recovery:5 | t 
Weight: 235 pounds Charisma: 5 ' 
From: Buffalo, NY oe 4 
on Finishing Move: TKO 
Titles Held: Intercontinental Championship 


A formerWorld Wrestling Federation Intercontinental Champion, 
*“MGevelous" Marc Mero once called Sable the love of his life— 
» but fheiz-relationship would not have a fairy tale ending! The 
| superstar made his debut at WrestleMania XIl, saving the 
blonde beauty from a verbal assault from Triple H. In the months 
that followed, Mero and Sable were the premier couple in the 
-Federation...until a knee injury sidelined "Marvelous" in 1997. 
During his recuperation at home, Sable found her own place in 
the spotlight and attained celebrity status. This angered Mero 
who, upon his return, made it clear that he was the true star of 
the team! Sable had enough of his selfish ways, however, and 
ended her romance with the superstar. In turn, Mero found a 
new love interest in the form of Jacqueline—which ended in 
turmoil as well. Refocused and rededicated to the sport, 
"Marvelous" is now aiming to go straight back to the top! 


and.can lock down any opponent on the chavas 

; Champion, the superstar also possesses exceptional 
Cold with his punching power. fs an accomplished 

} fo amaze spectators with his high-flying 
"Marvel “4 nl ple “ é Seer as well as a shooting 
€ your opponent is stunned before attempting them! Missing 
cot d spell the downfall of Mero. ‘ Mj , r 
i oe a. ae 4 b 
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Ready Moves: 


TKO (9): left, right, right, tieup or 
right, left, left, tieup 


Chin Crusher (5): left, up, Dunch or 
right, up, Punch 


Hairgrab Takeover (4): left, right, 
kick or right, left, kick 


_ Running Knee Hit (4): left, up, kick 


or right, up, kick 


HurricanRana (6): left, up, ticup or 
right, up, tieup 


Samoan Drop (5): left, down, 
punch or right, down, punch 


Small Package (4): up, down, kick 
or down, up, kick 


Tieup Moves: 


Piledriver (8): up, down, punch or 
down, up, punch 


Samoan Drop (6): left, tieup or 
right, tieup 


DDT (5): left, punch or right, punch 
Armbar (4): left, kick or right, kick 
Behind Moves: 

Bulldog (6): left, ticup or right, tieup 


Russian Leg Sweep (5): left, punch 
or right, punch 


Low Blow (4): left, kick or right, kick 


Ground Moves: 


MARC MERO 077° 


From Side; Leg Drop (6): up, up, 
tieup, or down, down, tieup 
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From Feet; Inverted STF (7): left, 
up, kick or right, up, kick 


From Head; Camel Clutch (8): up, 
down, up, PUNCH or down, up, 
down, punch 


Running Opponent: 


Power Slam (9): tieup 


Turnbuckle Moves: 


Onground Mero Sault (7): kick + 
block Trademark 


Standing Moonsault (7): kick 


Corner In Moves: 


Hurricanrana (7): up, down, up or 
down, tieup 


Punch 

Boxer Jab Combo (4): punch 
Kick 

Dropkick (4): kick 

Pose 


Boxer Shuffle (0): kick + tieup 
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As a former World Wrestling Federation Champion, Sgt. 
rt a is a brutal competitor who excels at the art of 
A 


“ BR er 


ing his opponents into submission. During his heyday, 
© former. bootcamp sadist combated the communist 
threat in the World Wrestling Federation—becoming one of 
the most popular superstars in the history of the sport in 
the process. In addition to his in-ring success, Slaughter 
also gained fame as a lead character on the hit G.I. Joe 
series. During his return to the ring in the early ‘90s, the 
former marine turned his back on America to support 
the Iraqi movement—a move which catapulted him to 
the top of the sport. Years later, he would play an intri- 
cate role in the success of Mr. McMahon’s Team 
Corporate...assuming the role of Commissioner before 
handing the reigns over to Shawn Michaels. Still a skilled 


combatant, Slaughter enjoys whipping any maggot into 
shape when duty calls!. ; 


#of trading punishment with Slaughter, the fight will 
hanks to his years of in-ring wars, the superstar 
opponents in a variety of ways. One of his 
¢ ita chair or whate € you can get his hands on. An 
to avoid usi n aerial attacks. Despite r 


ng Slaught 
st never fared well coming off the to 


Stay ee ees ee ee ~ 
a este. areas one SGT. sLavcnrer | 1Y) VE 


cate Opal Ground Moves: 


: left, down, _ From Feet; Boston Crab (7): left. 
role eat: pent kick or right. left, kick 
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: “From Head; Camel Clutch (8): up, 
| oe UD, down, punchy or down, cove 
Bais up, punch ee ea 
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-_ Opponent Onground; Driving 
_ Elbow (6): punch + ficUD ne 
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Choke With Boot (4): u 
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No other superstar in the Federation has the speed and high-fly- 
ing ability of Taka Michinoku. Use this asset to your advantage 
against bigger opponents like the Undertaker or Kane, as the 
Japanese star can run circles around them. However—if and 
when they catch Michinoku, it might be another story! 
Michinoku’s greatest weakness is his lack of size and strength, 
so continue to pour on the aerial punishment. When you have 
the enemy stunned, Taka’s Michinoku Driver finisher can garner 
the victory. 


era -flying ability of Taka 
rad antage against bigger opponents like the 
yor ae ne Japanese star can run circles around them. However—if 
oe | Michinoku, it might be another story! Michinoku’s greates . 
| he ack of size ze and strength, so continue to pour on the aerial punishment. ; 
e enemy inoku Driver finisher can es r the victory. 
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Ready Moves: 
Michinoku Driver (8): left, right, 


down, punch or right, left, down, 
punch 


Enziguri (5): left, up, punch or right, 
up, PUNCh 


Fiying Headscissors (6): up, down, 
ticup, or down, up, tieup 


Snapmare (5): left, right, punch or 
right, leff, punch 


Japanese Arm Drag (4): left. 
down, kick or right, down, kick 


Crucifix (4): left, up, kick or right. 
up, kick 


Tieup Moves: 


Overhead Belly Suplex (6): left, 
tieup or right, tieup 


Bulldog (5): left, punch or right, 
punch 


‘Backbreaker (4): left, kick or right, 
kick 


Behind Moves: 
Bulldog (6): left, ticup or right, tieup 


Sleeper (5): left, punch or right, 
punch 


Rolling Prawn Hold (4): left, kick or 
right, kick 


TAKA MICHINOKU OBL 


Ground Moves: 


From Side; Longbow Backbreaker 
(8): up, down, up, tieup or down, 
up, down, tieup 
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From Feet; Surfboard (7): left, right, 
kick or right, leff, kick 


From Head; Kick To Spine (6): left, 
right, punch, or right, left, punch 


Running Opponent: 


Arm Drag (7): kick 


Running Player: 


Running Head Scissors (8): kick 


Turnbuckle Moves: 


Opponent Onground; 450 Splash 
(8): tieup + block 


Opponent Standing; Moonsault 
(7): block 


Corner In Moves: 


Swinging DDT (7): up, down, kick 
or down, up, kick Trademark 


Punch 
Crane Wing Punch (4): punch 
Kick 


Dropkick (4): kick 
Pose 


Taka Armswide (0): kick + tieup 


"WWF Attitude" con- 
tains over 400 maneu- 


vers, many of which 
you'll have to learn in t () 4 


order to become THE 
most ELECTRIFYING 
superstar in 
sports-entertainment! 
Since we don't have 
the time to train your 
Rudy-Poo @#$ in the 
ring, the only schoolin’ 
you'll get is found in 
this chapter. 


a 
be 


Although we couldn't ; () 4 
fit EVERY maneuver in 
this strategy guide 
(quit yer complain- 
ing?we needed you to 
lift this freakin’ book to 
buy it!), many of the 
high-impact assaults 
your favorite super- 
stars use and how to 
perform them are at 

your fingertips. i ib 


Every move, including 
the finishers, are listed 
in alphabetical order 
for easy reference. 
Add to that the 
detailed descriptions 
and the level of dam- 
age they inflict, as well 
as the counter holds! , 
Hell, we've even () 
included what super- 
stars can execute 
them, since we don't 
want you fallin’ on your 
face when something 
backfires! 
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Reversal: Suplex R Revers 2 | 
giplex off Apro = 


On Apron Facing ang Y: (Tie-up) Front Suplex 
.T I 


Move: Behi 
Reversal: Ba: 


: Standir ide Headlock 
Reversa : Belly Back s : 


"Move: Sitting on Ia Snocidrd™ “eT meet 
is Roll and Punch rade: — 


Reversals! 


_ Are you tired of your opponent 

damaging you with a very powerful 
move? If you hit the block button at 
just the right time, you can prevent 


own! Here are some of the moves 


moves that you and your superstar 
will reverse them with. 


your opponent from performing that 
move with a reversal move of your — 


that you are able to reverse and the 
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CHAPTER TWO 


mm Delivered to a charging or standing 
game Opponent. The superstar performing 
me the move grabs his opponent by his 


arm, and throws him across his body 
to the mat. 


me With the opponent 

me Ccazed on the can- 

fp vas, the offensive 

superstar climbs to 

the second or top 

rope and leaps as far 

as he can into the air. Before crashing down on nthe victim, ine superstar flips his body end 
over end—gaining more momentum for the impact of the splash! 


Similar to an Atomic 
Drop, only this time 
the offensive super- 
star sends his victim 
hurling into one of 
the corner turn- 


buckles. Sometimes, the force of the impact can daze the opponent 
for several seconds—allowing a window of opportunity to lay on the 


punishment! 


allows his foe to come crashing 
down back first on his braced knee! 


Not a very friendly hug! The 
attacking superstar grabs his 
opponent around the stomach 
and squeezes his opponent by 
lifting him off his feet. 


This maneuver starts off like a Front 
Facebuster, only the victim is held ina 
backward position by his neck. As the 
offensive superstar tightens his grip, 
the pressure on the opponent's neck 
and back is often too much to take! 
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In the corner of the 
ting, the attacking 
superstar can grab 
his opponent in a 
Bearhug. Then spin- 
Aning and falling 
backwaras the attacker can throw the victim to the mat. 


CHARTER Twa 
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When in a tieup, the aggressor 
will simply grab the opponent's 
nead, reach back to Kansas, 
ana pop the stunned oppo- 
nent a good one knuckles first 


upside the head 


\ puneh with an exaggerated 
WING-Up, 


Bu 


As 


e cere 
TAN PUPAE 


Slatantly squeeze the breath 
out of AN opPONeNnt! 


OW. MaRS 
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arm placed over the victim’s shoulder, Pick them un, invert * 
slam‘em! 


opponent up with his lifting arm underneath his cro 


With an opponent charging 
the player, the superstar car iff 
his leg so that the opponent 
runs straight into the sole of his 
boot. 
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BRO \ Ket) SISTER: 


Nothing gets X-Pac into the match 
more than his wild Bronco Buster 
maneuver. After flooring the oppo- 
nent in one of the corners, ‘Pac 
charges from the opposite end of 
the yee circle, Cre into the 


CHAPTER TWO 


gay 


Back to belly with your Oppo- 
nent, the offensive superstar 
grabs hold of the enemy with a 
headlock and runs forward. 
After a few feet of momentum, 
the attacking superstar jumps 
into the air—maintaining the headlock—and drives the opponent | 
forward face first into the canvas. 


The attacking superstar can leap 
and smash an opponent with his 


UTCH 


With the opponent face down on the canvas, the 
a attacking superstar sits on his foe’s back. In that posi- 
tion, the superstar locks both of the victim’s arms on 
his knees, then uses both of his arms to grab hold of 
Or the opponent's chin. To finish the maneuver, the 


ae superstar pulls back on the head, placing pressure on 
the foe’s neck and back. 


CHA ARGING SHOULD: 


Similar to the Avalanche, only 
this time the offensive super- 
star comes Charging from the 
opposite corner to deliver a 
shoulder to the midsection of 
the opponent. 


Lifting the Opponent into a Gorilla 
Press Slam position, the offensive 
superstar drops the victim forward 
onto his braced knee. As a result, 
the enemy’s ribs absorb the force 
of the drop. 


attacking superstar uses the 
victim’s arms to Cause severe 
pain in the opponent’s neck 
and face while applying the 
move. 


headlock can escape the hold by 
grabbing the back of the attack- 
er’s head and dropping down to 
their knees. As a result, the attack- 


, er’s mouth and chin will be crushed on the back of the opponent's 


head. 
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CHAPTER TWO 


fa] A favorite of the Undertaker and 
Kane, the offensive superstar grabs 
his foe by the neck and lifts them 
high into the air before slamming 
them down on their back. 


B ncipiels in a 
corner, an 
attacker can 


use his boot 
against the victim to choke him. 


8A karate _ style 
punch! 


With the opponent belly-up on the 
canvas, the attacking superstar 
comes off the ropes, gets his 
groove on by shaking his legs and 
drops a knee to the head of the 
victim. 


This move is similar to a Body Press, 
except this move is delivered from 
the mat instead of off the ropes. 
This move also ends in a potential 


pin. 
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CHAPTER TWO 


the oppo- 

® nent’s back turned, 

the attacking 

superstar wraps 

both arms around 

one of his shoulders 

and his legs around the other and hoists himself onto the victinn’s 

back. As a result, the attacker uses his weight to drop the opponent 
back first to the mat for a pin attempt. 


am Similar to fe) 

Samoan Drop, 

only this time the 

# superstar caught 

on his foe’s shoul- 

Gers iS # On |The 

offense. After using both his arms and legs to hang on to the oppo- 

nent, the superstar uses all of his weight to pull the victim backwards 
and onto his back for the pin. 


Trapping the opponent’s head 
ae in a front-facelock, the offen- 
§ sive superstar drives the enemy 
down to the mat in a seated 
position. As a result, the top of 
the opponent's head absorbs 

all of the punishment. 
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Mark Henry's devastating finisher! It's a (very, very) high splash to an 
opponent on the ground. 


wie 


roe oe " a The Godfather’s finisher! With the vic- 
sgt, tim hanging vertically in the offensive 
Sa . a superstar’s grip, the superstar then 


a takes a leap and plants his opponent 
# | down headfirst into the canvas. Not 
only does this maneuver jar the foe’s 
head and neck, but also it effective- 

ly stuns them for the pin! 


This is D'Lo Brown’s 

variation of the 

Texas Cloverleaf. 

8 D’'Lo- grabs his 

opponent and lifts 

them vertically into 

a Lion Tamer position rather than flipping his victim into a Sharpshooter. 

f The superstar continues the motion until his opponent has completely 
flipped over the top into a submission hold! 


This move is simple, but punishing 
on the opponent. With the victim 
on the canvas, D’Lo—in a standing 
position—drops his leg across the 
face and throat of the enemy with 
lightening quick speed. 
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Faarooq’s finisher! This move actually starts off like a Powerbomb, but 
instead of planing the opponent on their back the attacker falls for- 
ward with his victim. As a result, the opponent is flipped and driven 
face-first into the mat. 


sa Mankind’s trademark move! The 
attacking superstar bends his oppo- 
nent and hooks his arms behind his 
back. The attacker then slams 
down hard, driving the opponent’ S 
head down into the mct. 
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DOUBLE UNDERNODK SUPLEK 


Pea seem = Pi fee Similar to the 

5 a , > D-o%' 8 b re 

Underhook 

Facebuster, only 

this time the 

offensive super- 

star carries through on the momentum into a high, arching suplex— 
slamming the victim on his back into the canvas. 


me. 3 vom 
oe “a : F 


Grabbing the 

opponent by 

the neck, the 

offensive super- 

is star twists his 

fiopponent 

around so that both the victim and attacker are facing the same direc- 

tion. Then, the superstar uses the opponent's trunks to liff him into a 
suplex—dropping his foe on his face, chest and stomach! 


m This Gutwrench Powerbomb maneuver is a favorite of "Dr. 
Death" Steve Williams. Instead of placing the victim's 
head in between his legs at the start of the move, Williams 
unleashes the attack with the opponent’s head on the 
outside of his thigh for more impact! 


DGG) ve voves 


Q 
S 
f- 
x 
2 
a 
< 
= 
oO 


ro OA a “9 


Also known as Edge’s finisher! Facing the opponent’s back, the 
attacking superstar wraps one of his arms around the victim’s throat, 
bends him backwards and drives him down to the canvas on the 
back of his head. 


# An elbow drop delivered from the 

bottom, middie or top turnbuckle. 
me) With the opponent on the canvas, 
m the offensive superstar leaps from 
the turnbuckle and drives his eloow 
into the victim’s chest, throat or 
head. 


my A two-footed leaping kick to an 
@ opponent's chest. This move can be 
me performed while the attacker is 
standing, running towards his oppo- 
nent, against a running opponent, 
and off of the turnbuckle. 


eee The attacking superstar drops fo 
the mat using his legs to trio and 
lock his opponent’s ankles, forc- 
ing him to fall forward, and 

4 become trapped in a Toe Hold. 


Me Ihe elbow drop 
can be executed 
from a standing 
or running posi- 
tion. With the 
opponent’s back 

to the canvas, the offensive superstar drops his elbow on the victim’s 
chest, throat, head or leg. 


Grabbing both of the victim’s 
legs, the attacking superstar 
uses them fo roll his foe on his 
stomach. Maintaining hold of 
the legs, the superstar then sits 
back on his victim—putting 
extreme pressure on the opponent’s back. 


2 19 


— 
ee 
Mm 
m4 
fe) 
mn 
vi 
S 
eS 
a 


OM1L HALdVHO 


0B THE MOVES 


In the standing 


CHAPTER TWO 


YP eS position, the & 
lf Rm| attacking super- 
& star jumps up and § 
2 , 3 delivers a quick & 
: x = kick to the back of | 


the opponent’s head. This maneuver can be accomplished with the 
victim to the front, back or side of the attacker. 


ses 


Standing to the side of the victim, 
the attacking superstar wraps a leg 
around an opponent's leg, grabs 
his opposite shoulder for balance 
and then falls forward with him to 
drive his face into the canvas. 


AWAY SLA 


eal 


ws FALL 


The powerful Bradshaw’s finisher! With the opponent charging the 
player, the attacking superstar catches his foe in mid-air horizontal- 
ly, then flips the victim backwards—tossing him to the canvas. 
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catches his foe in mid-air horizontal- 
ly, then drives the opponent in the 
canvas, resulting in a pin attempt. 


Goh? 7 * aad 
Coal ad ; “se 


Jeff Jarrett’s finisher! With the opponent on the canvas, the attack- 


ing superstar takes hold of one leg, spins around, drops down on his 
back and locks the victim’s other leg horizontal to it—resulting in 
excruciating pain in the knee joints. 


me Firemen never knew the anguish 
me this move would cause! The 
s Attacking superstar hoists his oppo- 
nent across his shoulders and then 
onto the mat. 
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Fist GROIN 


CHAPTER TWO 


Ee Sa : > : : 2 lie aggressor 
fe ! Bie : rf h eS Su 
ey p stand Belly to Belly 


“age | with his opponent, 
, hooks the Oppo- 
Sj nent’s arms under §@ 
== |his_ own, then 
takes the opponent over his head 
for a ride. 


ae = aK, eeecaees) (NC attacking 

ee eee! superstar delivers 
a variation of the 
back elbow in this 
move. 


The attacking 
superstar grabs an 
opponent as if to 
be body slammed, 
but instead is 
brought back first, 
down onto the 
attacker's knee. 


Starts off like the Stone Cold 

Stunner, with the attacking super- 

Mame star turning his back to the oppo- 

® nent and grabbing their head from 

behind. However, instead of drop- 

ping the victim the attacker runs 

forward with the enemy and drives their 
head and neck backward in the fall. 


Zs 
wy 
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With the two superstars standing 
side-by-side, the offensive super- 
star wraps his near leg around the 
opponent's and uses his arm to 
take control of him, However, 
instead of throwing the victim 
backwards in a regular Russian Leg Sweep, the attacking superstar dri- 
ves the opponent's body forward, planting his face in the canvas. 


From the tieup, the aggressor will 
ere wrap up his opponent like he's 
i going to take him over in a Vertical 


— > ie Suplex, but instead takes him 
pen halfway up, then drops him face 


5 


~ first back into the canvas. 


g Similar to a Full 

= Nelson, only this 

* <14 time the attack- 

= ing superstar dri- 

ves the victim for- 

ward and smash- 

es their face on the canvas. 


OZ) = voves 
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oo Standing behind the opponent, 

= the attacking superstar grabs his 
victim around the belly and liffs 
them up and over—driving the 
‘A back of their head and neck to 
_} the canvas. 


CHAPTER TWO 


eee 


canal cael 


GIANT DDT oe a 


Gangrel’s* finishing move! Similar to a regular DDT, but with much 
more impact. After locking the victim’s head in one of his arms, the 
offensive superstar uses the other arm fo lift the opponent in the air 
by his tights or midsection—almost into a suplex position. With the 
victim off his feet, the superstar then drives him straight down head- 


first fo the canvas. 
*Gangrel created by White, Wolf, Inc. Ganga) iso 4rademarkeot Waite \Wiotheter Sittieestits Reserved, 


ee Tt a = A kick move favored by Godfather 
~~ eee ONC D’LO Brown. 


Pees INStTCAd Of pldc- 

He ing the victim’s 

head in 

between his legs 

at the start of the 

move, Williams 

unleashes the attack with the opponent’s head on the outside of his 
thigh for more impact! 


wae i a standing posi- 

tion, the attacking 

superstar hoists the 

opponent high over 

his head in a press- 

slam position. 

Instead of tossing them over, the superstar simply drops them straight down face-first to the 
canvas. 


po A Boston Crab where the 
eine y eee superstar grabs one 
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194 tHe voves 


CHAPTER TWO 


fA variation of a 


regular Power 
Slam, except the 
victim is held verti- 
cally in the air 
allowing all their 


blood to rush to their head, before they are driven to the maf. 


WHANGINGA/ERTICN las PIREK 


Mm) Nearly identical to a regular 

Vertical Suplex, only this time 

the offensive superstar holds 

the opponent in the air for sev- 

eral seconds allowing all their 

blood to rush fo their head. 

Again, the victim is completely prone and 
unable to escape the hold. 


ee 


— A big punch! 


THe moves (05) 


A takedown to 
the mat from a 

me standing head- 
lock. 
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This move is self-explanatory. 


2 Ss This effective takedown has its 

) roots in the world of amateur 

wrestling. Facing the opponent's 

back, the offensive superstar 

wraps their arms around the vic- 

t_t_~==_,_ lil s Waist and lifts them into the 

air—twisting their body overhead and planting them down on the 
canvas back-first. 


The attacker charges 
the enemy, jumps up 
on the foe’s shoulders 
and wraps both of 
their legs around his 
neck. Maintaining the 

leglock, the attacker then flips backward and brings the enemy down headfirst into a DDT 
type maneuver. 


CHAPTER TWO 


superstar’s braced knee. 


oppone nt 


an 
frock 7. 
fl ted 

oi 


a lige al 


a 1 jars his ley 


increc ible f finisher can n 


M@ The trademark of the Godfather! 

The attacking superstar gathers a 
head of steam and performs a 
high-speed Splash on his stunned 
opponent! 


briefly in a Bear Hug maneuver. 
Then, the foe's crotch area: Is 
brought crashing down on the 


me lf the Opponent's 
my are charging 
® cach other an 
attacker can use 
this move to grab 
the opponent's 
arm and flip him over and back first onto the squared circle! 
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A karate style 
a) jump kick! 


f With the offensive superstar on the 
top turnbuckle, he leaps off and 
delivers a punishing headbutt to 
the victim. This differs from a regu- 
ax lar headbutt in that it has much 
more momentum. 


“Lethal Weapon” 
Steve Blackman’s 
“eee Trademark! 
Facing an oppo- 
nent on the turn- 
buckle, the 
attacking superstar grabs his arm for balance and delivers three swift 
kicks to the foe's chest of head. 
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CHAPTER TWO 


EP ame 

LEG GRAPEVINE: 

e gem eteee Similar to a figure four, only this 
time the attacking superstar 
maintains his standing as he 
wrenches the opponent's 
knees. 


Ag ows “9 


Similar to a DDT, with much more power behind it. The attacker starts off by climbing over 


the enemies’ back in a spinning motion—then grabbing the opponent's neck and bringing 
them down in the DDT position. As a result, the attacker has much more momentum to 
deliver the move. 


s With the opponent on. his 
back, the attacking superstar 
grabs hold of one of the vic- 
tim’s legs, wraps his own leg 
around it and wrenches it by 
twisting it. 
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etnies tek SE ESS 


In this classic move, 
the attacking super- 
star will tie-up his 
Opponent, reach 
down and hook 
their leg, then roll 
tredoert it, coming up with a painful 
hyper-extension of the opponents leg. 


With the victim bent forward, 

the attacking superstar wraps 

both arms around the oppo- 

nent’s waist, lifts him and flips 

the victim onto his shoulder. 

Maintaining the position, the 
superstar then applies pressure on the victim's 
back, 
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V2 tHe Moves 


CHAPTER TWO 


eee The attacking superstar gives a 
@ strong kick to the midsection of 
# their Opponent. 


MANDIBLE CLAW 


BBeo ye 
, mete 
OS Ty 
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Mankind’s finisher effectively paralyzes the opponent, 
as the superstar jams the index and middle fingers 
deep into soft tissue under the victim’s tongue. Due to 
the pain effects, the enemy is prone to a pinning 
attempt. 


The attacking superstar leaps off 
the top rope and delivers a drop- 
kick to the face or chest of his 
opponent. 


With the victim on the canvas, the 
5 Offensive superstar climbs to the 
top turnbuckle with his back to the 
opponent. Then with precise bal- 
ance, the superstar leaps off and 
somersaults down across his Ooppo- 
nent. Now only is the victim crushed under the force, but his wind is 
me completely knocked out of him. 


CHAPTER TWO | jum 
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® With the oppo- 
tea nent facing him, 
mae Mosh leaps from 
the top turnouck- 
: le and lands on 
| on \% ~ the victim’s 
shoulders—as if his was executing a Hurricanrana. However, the superstar rides his oppo- 
nent down to the mat in a pinning position. 


gird 


i 


A favorite of Ken Shamrock! 

m [Ne attacking superstar gets on 
top of his prone victim and 
punches him silly! 
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NECK BRE SREAKER, 


@ Standing back-to-back, the 
attacker grabs the opponent 
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butt, driving the victim’s neck 
into his shoulder. 


While his opponent is on the 

ground, the attacking superstar 

walks up to their head, puts him 

upright into a sitting position, 

places his knee against the oppo- 

nents neck & spine, then flips over 
him, snapping the head of the opponent. 


Droz’s finisher is a seated Powerbomb! With the opponent’s head 
trapped between his legs, the superstar lifts the victim up in the 
Powerbomb position, but then drops to his rear—bringing the oppo- 
nent down in a pinning position. 
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CHAPTER TWO 


cs © Sees This maneuver is similar to the 
— meee Fisherman’s Suplex, except that the 
> victim’s leg is not hooked in the 
ey process. The offensive superstar’s 
knees are kept bent in the process, 
allowing for a higher impact. A pin- 

ning attempt is possible with this suplex as well. 


Se Es: 2, 
e uteo 7 


ZB | ike an Abdominal Stretch from 

me Behind, but the aggressor will add 
insult to injury by throwing his left leg 
over the opponent’s head, adding 
more "stretch" and pressure to the 
opponents neck. 


g In this move, the attacking 

Fy Superstar picks up his opponent 

we OS if tO perform a Press Slam, 

me Out instead, drops his oppo- 

\ nent face first onto to the top 
turnbuckle. 
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With the opponent to your side, 
the attacking superstar grabs the 
foe’s arm and drives them down to 
the canvas. Then, with the victim 
lying facedown, the arm is twisted 
behind their back in a submission 
type armlock. 
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Triple H’s finisher starts off with the enemy’s head caught between the 
attacking superstar’s knees—similar to the start of a Powerbomb. The 
superstar then locks up both of the victim’s arms behind his back and 
drives them face-first into the canvas. 


The Rock says...drop the People’s 

mm) Elbow by running the ropes over your 
downed foe and then lay the smack 
down on them! 
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CHAPTER TWO 


his head locked 
between the | 
attacking super- 
star’s thighs. The 


attacker then picks the opponent up by the stomach, lifting him into 
the air. Then the attacker drives the opponent’s head and neck into 
the mat by dropping into a sitting position. 


# One of Val Venis’ little-known fin- 


ishing maneuvers. In a standing 
position, the superstar locks his 
opponent’s legs into a figure 
four. To increase the pain and 
make it an effective submission, 


Val then places one arm under his opponent's 
chin and pulls up in a front face lock! 


& With the superstars facing each 
other, and the victim bent for- 
ward, the attacking wrestler 
locks his opponent around the 
midsection, lifts him and then 
throws him shoulder first onto 
the mat. 


THE MOVES 


meray A body slam that’s performed 


after the opponent has been 
hoisted over the attacker's head. 
Similar to a Gorilla Press Slam. 


my Grab your 
opponents 
head, and 
give him a 
haymaker! 


Il 


OM MaLdvHo | 


CHAPTER TWO 
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f With one arm taking hold of the 

M® opponent’s trunk and the other 

= wrdpped around his neck, the 
offensive superstar lifts the victim 
high into the air vertically. The 
superstar then drops the enemy 
backward in the suplex, adding 
his own weight to the force of the 
impact. 


section from 

behind, the 

offensive super- 

star pulls his victim 

backward. As a 
result the opponent goes over the top of his attacker and smacks down 
head, neck and back first fo the canvas. In that position, the offensive super- 
star then twists his body to get back on his feet and unleashes the same 
suplex again! 


A rollup pin. 
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This finishing maneuver for Billy Gunn is a high-impact Rocker 
Dropper from the corner. With his opponent dazed in the ring, 
Gunn heads to the turnbuckles and launches himself into the air— 
using the back of his leg to drive the opponent’s face into the canvas. 


With the two superstars standing 
Ee by- “side, the offensive super- 


B opponent’ s and uses his arm to 

take control of him. However, 

instead of throwing the victim 
backwards in a regular Russian Leg Sweep, the attacking superstar dri- 
ves the opponent's body forward, planting his face in the canvas. 


BRD re vos 


ANUOAN: DROP 


CHAPTER TWO 


In a standing position, the attack- 
ing superstar lifts the enemy onto 
his back—locking his appendages 
into place with his arms. Then, the 
_ = superstar falls backward onto the 
we opponent driving them down on 

their back. This maneuver is also 
an effective reverse to the 


Charging your opponent, the attacking superstar jumps into the air and wraps both of his legs 
around the victim’s neck and falls backward, bringing the opponent down to the mat head- g 
first. ’ 


As the opponent & 
Fis falling back- § 
wards from af 
strike, the attack- 
ing superstar rolls 
up both of his vic- 
tim’s legs aa attempts a pin attempt while maintaining his standing. 
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fem A classic hold--the aggressor 

f steps over the opponents arm, 

then scissors if up with his legs, 

applying pressure fo the 

*=} opponent's vulnerable hyper- 
extended elbow. 


m Similar to a Crucifix 

Drop, only this time 

| the offensive super- 

star attacks while his 

victim is on the can- 

vas. Using his arms 

and legs to latch Bio the opponent's back, the superstar then uses his own body weight 
to pull the victim backwards and into a pinning position. 


Me The attacking 
wrestler bends 
his Opponent 
towards him. 


er reaches over 


and grabs the opponent around the stomach and back. The attacker 
then liffs the victim into the air and slams him back first to the mat, 


‘i SAREE RRR Ie Rw mediy: 


QF ve wove 


A kind of reverse splash from the 
= top rope. With the offensive super- 
- el perched on the top, he jumps 
ta. | Off and falls backwards in mid-air, 
er coming down on the victim back 
Pad first. As a result, the force of the 
SUES s back knocks the wind out of his enemy. 


CHAPTER TWO 


A kind of reverse splash from the 
s top rope. With the offensive super- 
star perched on the top, he jumps 
off and falls backwards in mid-air, 
coming down on the victim back 
first. As a result, the force of the 
superstar’s back knocks the wind 
out of his enemy. 


some 


seal 


Ken Shamrock’s finisher is one of the most painful maneuvers in the 
Federation! With the victim face down on the canvas Shamrock takes 
hold of their lower leg, lifts it in the air and uses his massive arms to 
twist the opponent’s ankle to the point of breaking! 
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sa A Classic hold—the aggressor 
steps over the opponents 
arm, then scissors if up with 
his legs, applying pressure to 
the opponent's vulnerable 
hyper-extended elbow. 
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and neid into piace by his own legs 2 4 je fu 
ning start from mid-ring indest of | 
the opponent's crotch. 
a, : on 


H Instead of delivering a Power 
Slam when the attacker picks 
his opponent up over his shoul- 
der, the attacker can perform 
the Shoulder Breaker. In This 
move the attacker will slam the 
raised opponent's shoulder 
onto his braced knee. 
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SHOULDERS TACKLE: Wise. 


attacker can deliver a foot- 
ball-style shoulder tackle to his 
opponent. This can be done 
in the middle of the ring, or 
against an opponent leaning 
against the turnbuckle. 


ii | eis Charging an opponent, the 


CHAPTER TWO 


This move starts off with the opponent on the canvas and the attacking superstar on 
the top turnbuckle with his back to him. Then, the superstar leaps off with a somer- 
sault—at one point falling headfirst to the ring. At the last minute, he twists his upper 
body upward in order to land in a splash position on the enemy. 


A karate- 
meee Style side kick 
4 tO AN OPPo- 
nent’s mid- 
section. 


Grabbing his 
opponent by 
the waist and 
hoisting him into | 
the air the § 
attacker pivots — 
and brings the victim face-up. Then the victim is dropped sideways 
onto the attacker's braced knee, crushing their ribs. 
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with the enemy, 
the attacking 
superstar locks 
his arms around 
the victim’s mid- 
section and lifts them backwards. Instead of dropping them on their 
back, the foe takes the full force of the maneuver on their side. 


Instead of performing a Side 
® Back Breaker, the attacker 
a Crops the victim straight down 

onto the mat back first. 


@ With the victim bent forward, 
the attacking superstar 

§ places one of the opponent's 
arms behind his head, hooks 
the other and drives the foe 
down to the canvas on his 
head. 
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“SKYatWISTER 


Off the turnbuck- 
le onto a stand- 
ing opponent, 
the attacking 
superstar hops up 
gee ONTO the turn- 
buckle, then jumps backward, twisting in mid-air to cross-body-block 
his opponent. 
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The Big Bossman’s finisher! This move involves whipping the enemy 
into the ropes and then catching them in a Bear Hug position—effec- 
tively stopping their momentum. Grabbing the foe around his knees, 
the superstar then hoists them into the air and drives back first into 
the canvas. 


D’Lo Brown uses this 
variation. of. the 
WS) Powerbomb to per- 
| fection! With the 
Opponent’s head 
locked between 
fhe his knees, the Rooniat hoists tng enemy high up over his head and drives them in a sit- 
ting position down head first in a Powerbomb for the pin. 


SLEEPER © = 


iw wee) One Of many submission holds, the Sleeper is per- 
Qn formed by getting the attacker getting behind the 
opponent and wrapping there left arm tightly under 
the victim’s chin. The left arm is braced by the right 
arm, which is placed by the opponent's right ear. 
This move cuts off the blood flow to the brain, even- 
tually rendering the victim unconscious. 


» 


Bending the 

victim forward, 

the attacking 

superstar wraps 

his arm around 

the opponent's 
neck, uses the other to take hold of the foe’s arm, and twists his 
body—nearly snapping the neck. 


SMALL PACKAGES 


rs a Slo ea eg a AN effective pin- 
| 3 ning maneuver, 
ane . 


the superstar on 
offense takes his 
opponent to the 
canvas and locks 
up his arms and legs. As a result, the enemy’s shoulders are held in 


place—resembling a package--for the three-count. 
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SNAP ap >) 
SNAPNIARE 


@ The attacking superstar, standing 
in front of the opponent, grabs 
him by the neck, and flips him for- 
N ward onto the mat back first. 


CHAPTER TWO 


Al Snow’s finisher starts off by lifting the opponent in a body slam 
position. However, instead of releasing the foe Al drops down in a 
seated position—driving the victim’s head down vertically to the 
canvas and effectively knocking them cold! 


A favorite of Road Dogg’s! After performing a Snapmare, Road Dogg 
finishes the move off with a kick to the lower back of his opponent! 


This devastating maneuver can be 
accomplished either in a standing 
position or by whipping the oppo- 
nent into the ropes. Facing the vic- 
tim, the superstar hoists his enemy 
vertically in the air by the back of 
his legs and then drives their back 
into the canvas. 


X-Pac’s martial arts skills come 
into play as the superstar stuns 
his victim with two_ kicks 
before hauling off and floor- 
ing the opposition with a 
vicious spin kick to the head, 


ae Perched on one 

of the turnbuck- 

les of from a 

standing posi- 

tion, the offen- 

= sive superstar 

then takes a leap at his victinn—twisting his body in mid-air before crash- 

ing down onthe opponent. As a result, the momentum of the superstar’s 
spin results in more of an impact. 
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SPLASH 


# This vertical body press involves 
the offensive superstar climb- 
ing to the turnbuckle (or 
launching himself over the 
apron). In mid-air, the superstar 
then extends his body vertical- 
ly and crashes down onto the 
opponent. 


CHAPTER TWO 


EAD 


Squeeze an opponent's 
head. A migraine is 
“3 bound to happen! 


nate io mente 


_ STAGE DIVE = — , 


<= With the opponent 


facing him, Mosh 

me leaps from the Top 
vier turnbuckle and 
ei lands on the vic- 
a tim’s shoulders— 
as if his was executing a Hurricanrana. However, the superstar rides his opponent 
down to the mat in a pinning position. 


star grabs one of the vic- 
tim’s legs and twists around 
to face his foe—wrenching 
the knee in the process. 
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aS: ed Similar to the 
Tequila Sunrise. 


With the oppo- 
nent on the 
Acanvas, the 
; ZZ attacking super- 
star wraps his ead ili the Capea s, drops forward and pulls back 

| on the victim’s head with a chinlock. 
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STONE COLD STUNNER 


This is Stone Cold Steve Austin’s finisher! Facing the opponent, the 
superstar delivers a kick to the midsection, stunning them and forcing 
them to bend forward. Then, Austin turns with his back to the foe, 
grabs the back of their head to his shoulder and then drives them 
down in a seated position. As a result, the opponent’s neck is 
snapped back against the force of his shoulder. 


With the opposition sitting help- 
lessly on the top turnbuckle, the 
offensive superstar mounts either 
the second or top turnbuckle 
along with his foe and delivers a 
high-impact vertical suplex. 
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CHAPTER TWO 


the mat, has his legs grabbed by 
the attacking superstar who is 
standing behind him. 


em With an opponent on their 


belly, the attacking superstar 
places his leg in the small of 
the victim’s back. Then wrap- 
ping up the opponent’s arms 
and/or legs, the attacker pulls 
the arms toward the legs, and 
the legs towards the head. 
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> With the opponent dazed, the 
attacking superstar spins around to 
build momentum and hauls off 
with a knockout punch to the vic- 
tim’s face. 


Me From either the 
bottom or second 
turnbuckle, the 

) offensive super- 

STOR Qrabs | amis 

opponent ina 

front- Foc olocs and, in one swift motion, jumps off and spins his victim around—adding 
extra impact to this powerful variation of the DDT. 


With this move, the 

attacking superstar 

—— charges his oppo- 

nent and tackles 

him football style. 

While driving the 

opponent into the mat, he a eH superstar will unleash a flurry of 
punches on the victim. 
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allowing the Opposition 


deliver a knee or 


TURNBACK STAMPEDE 


a 


| This powerful maneuver 
this instance the victim 


i 
Soy 
~ ~ Ne 


Canvas. 
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With the opponent bent for- 


ward, the attacking superstar 
places the victim's head 
between his thighs, hooks both 
his arms and liffs him up and 
over—driving his back into the 
canvas while maintaining hold of the arms. 


Facing the opponent, the offensive superstar grabs the victim by 
the back of his head and delivers a powerful forearm to the foe’s face. 


A favorite of Stone Cold Steve Austin! Running at his opponent, Stone 
Cold tackles his opponent and unleashes a flurry of punches! 


VICTORY F ROL 
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A sliding roll-up in which the victim is trapped and rolled into a pin. 


After locking the 
victim’s arm and 
twisting it, the 
attacking super- 
star climbs to the 

: top turnbuckle, 
Walle the length of the top rope while maintaining hold of the arm and comes down 
across the opponent’s back or arm with a fist. 


The attacking superstar grabs a 

prone face-up opponent’s legs 

and pushes their legs out, 

stretching their personal, pri- 
vate area. Ouch! 


ee 


~and hidden strategies in 


SECRETS 


You haven't learned 
everything?YET! Sure, 
you know what each 
superstar can do-but 
there are some secrets 


the following pages that 
will let you layeth the 
smacketh down on your 
opponents without 
breaking a sweat. 


Don't go turnin’ 

those pages yet. 
Relax? get 

hooked on phon- 

ics! (It's easy, 

just sound out the vow- 
els.) Study up on as 
many of the following 
tips as you can before 
getting another Attitude 
fix. You'll find out that it 
takes more than drop- 
pin’ the opposition on 
their head to make it to 
the championship! 


1) Nemoree the moves for your wrestler! 


Remember, the moves are differe 
wrestler. “om 


itch, facing J 
jepponent, 


2.) The more different loves: 
‘er the crowd gets on your’ e. if you 
_ you can inflict up to FOUR TIMES th 


easic to weakle a ae 
Je Pro cg "4" ani 


will quickly turn against you. So watch out! 
When the crowd oa ) ul side, the superstars 


aN. 


9 Ss "one move, er a pul a Re the ready _ 
worth it ad position ora hip toss from the tie-up position, | 


the artificial intelligence in the. ; ame (or your 


1 Jman counterpart) has the ity 1 
5.) Alo ae move will always succeec 3spOnd with a higher egomneg point move ) 
_ before a higher darnage one. But remember t » if you Gonstai ee 
vary your attack. dah” ae! he opportunity to. a nter yo 
pep? Ti weir ne: wee Fe “ 


F ove with a high- damage, h 


We the ie beat off of 4 


6.) If you’re g 
get out of the 
gill to reco! 


7.) The crow { 20s is huge! Don’t gor eet. 


gam 
© your oppe 


that the name of 
sntso. = the WWF re using is A sDe= 
you ‘Il have the tie-up ogvalikegel YOUu'll DE ing eGifi@ Cc e name of your 
‘able to pull Offi Brpaging moves! > or ainalstineir barr is ie color 

. i As?) in top-shape. You can try just 
toon your Oppo- 


Gameplay: 


vi What | 7 V 
; oves at your disposal. E 


wres OF | 1s cena Bre es, including their 
very own tradem fi 


nishing eves! 


pis 


y 
ent. When the power bar — 
or has changed to yellow, this. 
superstar is becoming tired. It 
will become more difficult for your. 
Pa) sscape holds, submission moves, « 


s 
ww 


“similar to wa 
basic button e 


direction¢ PY are “—e 

number o ith, amege ranging any-. 

18) oh Ss POWer bar has 

mele ous troublebou will now 

bed ble to perform your superstar’ s individual Pe 
4k and finishing moves. But, your Oppo- ¥ 


point move ftir: ea punch, “a "9" point 
move would be g,piledriver. 
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READY MOVES: Reverse Powerbomb (6): left, 
tieup or right, tieup 


Running Powerbomb (6): left, up, 
tieup or right,up,tieup Reverse Vertical Suplex (5): left, 
punch or right, punch 
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Giant DDT (5): left, right, punch 
or right, left, punch Sleeping Neckbreaker (4): left, 
kick or right, kick { 
Laying The Smack Down (5): | 
up, down, punch or down, GROUNDMOVES: 
up,punch 
From Side; Death From Above (7): | 
Gorilla Press Slam (6): left, down, up, down, tieup or down, up, ' 
tieup or right, down, tieup tieup 


Double Underhook Suplex (4): From Feet; Elevated Crab (7): up, 
left, right, kick or right, left, kick down, kick or down, up,kick | 


TIEUP MOVES: From Head; Stranglehold Gamma : 
(7): up, down, punch or down, 
Hanging Powerslam (9): up, up, punch 


down, tieup or down, up, tieup 
) RUNNING OPPONENT: | 
T-Bone Suplex (6): left, tieup or 
right,tieup Tilt-A-Whirl Slam (8): kick 


Front Brainbuster (5): left, punch RUNNING PLAYER: | 
or right,punch ‘ 
Vertical Body Press (9): kick 


Powerbomb (4): left, kick or 


right,kick TURNBUCKLE: 
BEHIND MOVES: Opponent Onground; 
_. rt”. Shootingstar Press (8): tieup + 
Reverse Brainbuster (9): up, block 
_ down, tieup or down, up, tieup 
Trademark POSE: 


‘ Head (0): kick + tieup 


toe — a 
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To unlock The Trainer, you have to win 
the In Your House™ tournament 


PSX and N64 Moves 
Ready Moves: 


Kneebreaker (4): left, right, 
down, tieup or right, left, down, 
tieup 


Shortarm Clothesline (5): left, 
down, punch or right, down, 
punch 


Snapmare (5): left, up, punch or 
right, up, punch 


Headlock Takedown (4): left, up, 
kick or right, up, kick 


Pearl River Plunge (8): up, down, 
up, punch or down, up, down, 
punch 


_ Fireman's Carry (4): up, down, 
_ kick or down, up, kick 


Small Package (4): left, right, 
E kick or right, left,kick 

; 

a 


Tieup Moves: 


Front Brainbuster (7): left, right, 
kick or right, left, kick 


Seated Gutwrench Powerbomb 
(9): left, down, tieup or right, 
down, tieup 


_ Tiger Driver Slam (6): left, tieup 
or right,tieup 
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Side Slam (5): left, punch or right, 
punch 


Behind Moves: 


Reverse Brainbuster (9): left, up, 
tieup or right, up, tieup 
Trademark 


Rolling German Suplex (8): left, 
up, punch or right, up, punch 


Octopus Hold (7): left, up, kick or 
right, up, kick 


Beast Choker (5): left, punch or 
right, punch 


Ground Moves: 


From Side; Mount Punches (6): 
up, down, tieup or down, up, 
tieup 


From Feet; D-Lo Leaf (7): up, 
down, kick or down, up, kick 


From Head; Stranglehold Gamma 
(5): up, down, punch or down, 
up, punch 


From Head; La Magistral (6): left, 
down, punch or right, down, 
punch 


Running Opponent: 


flapjack (7): kick 
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nent can easily be pinned, as well, so press 
your attack and finish him off! 


The Tie-up! 


Just like in WWF War Zone, the tie-up plays an 
important role in gaining the upper hand on 
your opponent. In WWF Attitude when you 
cause your opponent damage, the small box 
in the upper corner of the superstar you are 
controlling changes to different shades of blue. 
As the blue color of your tie-up meter lightens, 
the better your advantage in performing 
moves. 


Mayhem In and Out of the Ring! 


Here are some tips to use when you are inside 
or outside of the ring: 


1.) Toss your opponent over the ropes with an 
Atomic Whip from the behind position. You'll 
simply pick him up and toss him over the top. 
rope onto the floor! * 
2.) If your opponent is near the ropes and 
you're outside the ring, you can try. f@ drag him 
out of the ring by using any of the buttons (kick, 
punch, and block). “ 


3.) If you're in the ring and your opponent ison 
the outside apron, you can punch orki€k your 
opponent, knocking him to the floor. Or you 
can run at him and knock him over using the 
ropes. . 


DOES THE CROWD LOVE YOU ... OF NOT? © 


Crowd response plays an mpneent role. in. NOW, * 


you perform in the ring. This is where your 
superstar’s Charisma rating comes into play. 
The crowd will verbally show their opinions of 
you while you're performing in the ring. If you 


are performing the same moves Over and Ql ; 


the crowd will become agitated and show — 
their displeasure by booing. Your opponent’ s 
name will start fo glow, and his power bar will 
start to increase. The boring move that you are 
constantly performing has become useless. So 
vary your moves since the more dads risk/high- 
damage the better. 

Depending on which superstar you select can 
get away you with certain things. If you select 
a superstar with a high charisma rating-a fan- 


stunt your opponent Bre then pe 


favorite-you can still win with a less exciting ~ 
match. If you select a superstar with a low 
charisma rating-a rule-breaker-you will have to 
work that much harder with high-risk moves to 
keep onthe path to victory! 


Stunned Opponents! 


If you are.on-a roll, and your opponent is tak- 
ing lots of damage, he will eventually become 
stunned. In the early moments of a match, your 
opponent won't be*stunned too long, so 
there’s a slim chance that you canperform a 
high-risk move on him. A lot of the: simpler _ ; 
moves'from the ready, position work at this” 
point of the match: », 

When your oppo tis stunned’ ahd their , 
power bar's yéllow or redlatérin.the 1 : 
you.can perform more comp ated moves - . 
from either the ready jelesiilelakelmicelaa} behind. 
Also; d6n't'fo hei that when.your opponent's 
power bar is redyou carrperform od ei 
star’s trademark and pe Te 


Talk, Trash ~ 


bind. tie- “Up button 


If you hit the einem Uf 
superstar will taunt your opponent. © an 
“opponent and then performing. avhigh- me i o 


age poiAt M6Ve will spt up to two ‘times 
the damage!’ Norking.dinexcrewd fo the point 
where they aré cha ning your name, xe 4c", 


move that will cause-up to four Ane the dara a 
age! Make’ sure and use taunts wisely, because * 
you can be caughtin anvextremely vulnerable 
position if you aren. I carefull” ee “ 


CHEATS!!! 


Win these tournaments 


European Belt 
Unlocks all the World Wrestling 
Federation t-shirts and other 
clothing in the custom room 
Turns on Squeaky voice cheat 


to access these hidden 
SUPERSTARS! 


Intercontinental Belt 
Unlocks 3 extra attribute. 
points 
Unlocks Big Head Mode -- 
SUPERSTARS play with big 
heads 


In Your House™ 
Sable, Marc Mero 


King of the Ring™ 
Kurrgan, 


Taka Michinoku Wrestlemania™ 


Unlocks Ego Mode -- SUPER 
STARS heads grow and throb 
when the crowd cheers from 
them. 

Unlocks Bleep Mode (PSX 
only) -- Replaces all swear 
words with bleeps. 


SummerSlam™ 
Sgt. Slaughter, 
Shawn Michaels 


Survivor Series™ 
Jacqueline, Chyna 


Royal Rumble™ 
' Paul Bearer, 
Jerry “The King” Lawler 
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COMICS 


“A four-issue comic book series arriving 


Get It 


D 160 pages of Full-color Suplex 
Slamming, in-your-face | 
Attitude Statistics and 

_ information! 


D Complete visual demonstra~ 
tions and descriptions of all the 
thunderous piledriving moves of 
all the wrestler’s, including the 
hidden ones! 


4» Wahighly detailed WE super 
star-by-Superstar guide to 
Ee hundreds of moves, for the N64° 
oe and PlayStation® game console, that 
ern 7 will bold yoo climb to the top of the WW ! 


img 


%/ D All the tricks you need to access the 


y ind / hidden wrestler’s in the game. 


ay > Plus, all the secret stuff we could get our 
hands on From the studios themselves! 


Suggested Retail Price 
$12.99 U.S./$18.99 CAN 


ISBN 1-57840-986-1 
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ISBN: 1-57840-986-1 
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